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T TIME DAYS 


Out Time Days is a Play-By-Mail game of 
life on a strange world. Emphasizing role- 
playing and inter-player communication, 
OTD is a game for those who like to join 
with other players around the world in fig- 
uring out puzzles, creating working 
economies, exploring large sections of 
worlds, undertaking or tracking criminal 
activities, or fielding capable armies. The 
worlds explored are living, vibrant locales 
that will change through your character's 
actions. 


With the ability to journey in many eras 
(you'll start in a medieval-like location), 
you'll enjoy adapting to new sets of abilities 
and restraints or you can focus on a single 
place and become well established. OTD is 
a combination Science Fiction-Fantasy 
game. It is 99% computer moderated to 
insure fairness, and 1% GM moderated to 
allow for creativity. A maximum of | tum 
per week is allowed. Cost per turn is $5.00. 
The game is open-ended with each new 
character playing a vital role. A special 
startup is available if you mention this ad. 
Receive a rulebook, startup turn and 5 turns 
for just $5.00 (a $35.00 value!). 


See MI0se- 


Dependable, weekly, error-free turns 
since 1984 


Wanna try a tactical space game K) 


and pay only $20 for the entire game? 
Then ask for information on 
Space Combat. 


To sign up or for more information write to: 
Twin Engine Gaming, 3254 Maple Leaf Ct., San Jose, CA 95121 
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Where Were Rea 


Games had taken over Land of Karrus from 
Paper Tigers. Well the continuing pattern ofreal 
life jobs has hit him too. Due to a change in his 
regularjob, Doughassold Land of Karrus. More 
details will be in the next issue. 

The final ballot for the Origins™ Awards 
that was included in Issue#72 did stirup abit of 
a hornets nest. Several readers have written or 
called me of their displeasure of the final PBM 
nominees. Ihaveincludedaletter from Richard 
Malley aboutthis subject with areply onsome of 
the points that he made. I don't agree with how 
the final ballotcame outeither, but I am only one 
voice, we need more people to respond and let 
them know how they feel about this and how to 
remedy this situation. 

Bruce Wright sent a long letter to the ORI- 
GIN™ Awards telling them what he thought of 
them and healso gave them anumber of sugges- 
tions. Mark Matthew-Simmons, the chairman, 
replied to Bruceand told him thathe is willing to 
here all suggestions for improving the PBM 
section of the awards for next year. You can 
write to him at ORIGINS™ Awards, 5575D 
Arapahoe Rd., Boulder, CO 80303. 

Themain thing in improving the awards is to 


There has been a lot of changes in PBM 
Jately. Llucky Llama Games has taken over 
Adventurer Kings from Coconut Council, Inc., 
Krahlizek from Aggressive Addiction Games 
and the postal licenses for Phoenix and Odyssey 
from Gamer's Den. This should make Bob & 
Debbie Thomson very, very busy now. 

Aggressive Addiction Games will be devel- 
oping and designing new games. So youwillstill 
be hearing from them in the future. 

Coconut Council has taken a jolt of reality. 
With Todd Hintz now working a real job, they 
were notable to operate Adventurer Kings and 
be fair to their players. Todd was the one who 
ran Adventurer Kings, while the other gamesare 
run by Jon Privatt, Jeff Spain and Rob Dehn. 
Don't worry, Coconut Council is still running 
Darkness of Silverfall, Dino Wars and Thunder 
at Sea. They do have anew mailing address, so 
make sure you check out their ad in this issue. 

HCS Games is no longer in business. They 
ran Glory II. I received a nice letter from Lynn 
Harrison explaining things. He is another casu- 
alty ofreal life priorities. 

Inthe last issueI had mentioned that Robert 
"Doug" Steinberg of newly formed Phantasm 


bA 9 
Captain’s War 
The new PBM game of space Captains, Pirates, Navies 


Start as the captain of a small spaceship. Buy and Sell resources, 
Gather information, Trade in Colony stock, mine Asteroids or 
Gas Giants, OR Engage in Piracy, Colony Raids, or other acts of 
WAR. Earn money to buy larger or more ships, or modify your 
ship to carry fighters. Join one of Five national Navies and 
Engage the Enemy 


* over 70 different orders * 100% computer moderated 
* up to 6 ships per player * and 11 orders per ship 
* 9 officers that increase in rank with experience 
* special standing orders to control ships in combat 
* player actions affect relations between 5 nations 
YOU COULD CAUSE WAR OR INSURE PEACE 
SEND NO MONEY rules, set-up, and first 2 turns are FREE 


additional turns $3 to $8 Norman Conquest Games 


specify: big game (open) with c/o Jason Lee Poultney 
75 players and 500 colonies P.O. Box 1064 
or small game (closed) with Gardner MA 01440 


15 players and 100 colonies 
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getmore PBM companies involved, whichisthe 
initial phase of the balloting. This year the dues 
were only $20.00 to be a member of the Acad- 
emy. Thisis for companies and not players. The 
players get to vote on the final ballot and donot 
have to pay any fees. 

The first PBMCon is done now and to me 
can be deemed as a success! Elaine and I just 
went for a day to visit PBMCon and talk to the 
companies that were there. The following com- 
panies were in attendance: Flying Dutchman 
Games, Genesis Games Design, Deltax Gaming, 
Eclipse Consulting, Maelstrom Games, Graaf 
Simulations, Flying Buffalo, Llucky LlamaGames, 
Agents of Gaming, Coconut Council and Mid- 
night Games. These companies surrounded the 
room, busily inputting game turns. The players 
wereall in the middle of theroom, filling out their 
game turns and rushing it back to the companies 
at the perimeter. This setup was liked by many 
players and companies. 

This was a small convention, but the main 
objective was accomplished by having compa- 
nies run their game turns during the weekend so 
that people would have a chance to play games 
that they never played before. Many peopledo 
wait to play a game until they see a review ofit 
or have heard about it from one of their friends. 
With PBMCon, you are able to get actual first 
hand experience in the game. In this case, there 
were actually several games that you had the 
chance to play. 

With the positive response that Rich Van 
Ollefen received, there is a good indication that 
there will be another PBMCon. Wewillhaveto 
hear from Rich after he recovers from this con. 

This issue is back tothe 48 page format. We 
will morethan likely keep this size until the paper 
prices level off and become more reasonable. 
Thesubscription and advertising prices are going 
to remain the same for 1995, unless another 
drastic increase occurs. There has been a 
number of other cutbacks done here to keep our 
costs down for the present to keep our prices the 
same. I can already tell you that there will be 
increases for 1996. Ithas been 3 or4 years since 
the last time subscription prices were increased 
and presently we are lower than our competition. 

There have been offers to do a UK and 
Australian edition of Paper Mayhem. Moreand 
more I am considering this. Possibly by doing 
this I wouldn't have to increase subscription 
prices. But there are several things to still 
consider, such as doing just one common issue 
that contains materials from all over the world or 
have special editions for each part of the world. 
There is still more to consider and you will be 
finding out more in future issues of Paper May- 
hem. 

Until next issue... 

David Webber, Editor 


ICTORY! 


"The Battle For Europe" 
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Set in the European theatre of war and utilizing WW II era units, Victory! The Battle For Europe combines both strategic & 
tactical planning with a healthy dose of logistics and a fantastic level of detail to create a wargame of unparalleled intensity and depth. 
Nearly 700 different units are available, ranging from the American P-36C Hawk fighter of late 1939 to the German Me-262A-1 
Schwalbe jet-fighter of mid-1944. Russian T-34Cs, German Panther VDs, British King George V class Battleships and American 
Essex class Fleet Carriers. Just about every piece of equipment that saw action during the war is represented, yet the game is 
surprisingly easy to play. The combat routines are incredibly detailed to take account of small differences in unit capabilities and 
tactics but the computer handles all the ugly work leaving you free to concentrate on strategy. The rules are clear and standardized 
orders are available (over 100 with mission variations) to do everything. If you are a wargamer, you'll love this system. Do you want 
more information?! Send for our FREE information package or, if you've got a computer, get the rules on computer disk for FREE! 
Still not convinced? Here are some additional points to consider... 


> Full-time, professional moderation ensures accurate and timely tum processing throughout the year. We've been in business 
since early 1986 so we know what we're doing and you can count on us to be there, month after month, year after year! 


> 100% computer moderated with 40 players per game. 


> A massive 110 page rulebook and a 90 page order supplement. 
High-quality, easy to read and everything you need to know to play 
Victory! Also available on computer disk. 


> A high-quality, single-piece 36" x 44" wall map for the Victory! 
operational theatre is available as an optional game aid at the low price 


of $8.00 


> Games start on a regular basis and are available with 15 & 21 day turn cycles. Want something else? Ask about special games. 
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> Reasonable prices at only $6.00 per turn sheet (with 30 orders per turn sheet this is only $0.20 per order). No combat charges, no 
monthly status report fees, no newsletter fees. Fixed-duration (73 turn maximum) and reasonable limits on the number of orders that 
can be submitted (i.e. your enemy can't outspend you in this game!) 


> 


> Submit your turns and receive the results via E-mail if you wish. Our THUNDER BBS is available 24 hours a day, 7 days a week 
at no extra charge to those of you with computers & modems. Forget having to mail your turn in 3 to 4 days ahead of time and 
sweating out the arrival of your turn results! Use our BBS to upload your turn the night before it is due and download your results as 
soon as they are available (2 days after the actual processing date to be fair to those without computers). Our THUNDER BBS is also 
a great place to meet other players, exchange information, etc. Turn entry programs, complete rules and newsletters can also be 
downloaded from the BBS, at no charge! We've got two lines so you shouldn't get a busy signal! Call now! 


> A proven game design, in operation for close to three years with well over 70,000 turns processed. Very popular and as close to 
bug-free as you can get! Voted “BEST PB AME 1994 by PAPER MAYHEM readers! Send for the rules today! You won't 
be sorry. 


Rolling Thunder Games, Inc. 
P.O. Box 1240 
Broomfield, CO 80038-1240 


Ss Send me the rulebook! I've enclosed a check for $15.00. 


ts” FREE G - Send me the rules on computer disk! I 
have a [ MAC or PC ] computer. 


ts” FREE - Send me an information package! 


@ (303) 466-8600 (Voice / FAX) & 
® CompuServe: 71370,2707 ® 
© America Online: RTGames ® 
® Internet: rtgames@aol.com ® 

© (303) 466-8681 (Thunder BBS) & 

Set modem to 8-N-1 when calling the Thunder BBS. 


Name: 
Address: 


City, State, ZIP: 
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Dear Editor: 

I just got my ORIGINS™ Awards Final 
Ballottoday, and what a joke the PBM section of 
itis. Ofthe ten games nominated for Best New 
and Best PBM games for the 1994 Calendar 
Year, three belong to Games Systems INC., 
three to Flying Buffalo INC. and two to Reality 
Simulations INC. The two remaining 
nominations went to Task Force Games (an 
award for a game it doesn’t run?) and Eclipse 
Entertainment Inc. Which goes to show they are 
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FORCE GAMES! YesI put Soe me in 
capitals to make a point. The point being, who 
was on the nominations committee, or Ís the 
nominations committee really so far out of touch 
with reality that ithas no clue as to what they are 
nominating for what, or a combo of both. 

Let’s start with the Best New PBM games 
nominations. After each one is the Paper 
Mayhem™ “Readers Poll” position it held for 
the year (poll closed on 11/1 8/94) and its rating 
points based on the Paper Mayhem as wellas its 
company ratings based on the same poll and a 
little commentary. 

LIZARDS! — By Flying Buffalo INC. Has 
never appeared on the Paper Mayhem™ 
Readers Poll. That means it couldn’t even 
muster more than 1 Oresponses to be included in 
the poll! 

FORGOTTEN REALMS — Reality Simu- 
lations INC. Hit me with the silly stick, a game 


Teally out of touch since 
Tun by AGENTS 


» 
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that was still in play-test during 1994 as a best 
new game? Licensed from TSR FORGOTTEN 
REALMS is NOT a new game, TSR’S 
FORGOTTEN REALMS wasn’t even a new 
game when it was released by them. It is a 
scenario world for “Advanced Dungeons and 
Dragons,” certainly NOT a new game! Not 
rated in the PAPER MAYHEM™, why 
because it isINPLAYTEST, in other words not 
ready for public consumption! : 

MIDDLE EARTH — THIRD AGE circa 
2950 — Game Systems INC. This is NOT a 
new game, it uses the same rules as MIDDLE 
EARTH — THIRD AGE circa 1650, it is a 
NEW SCENARIO foran OLD GAME. If by 
new one means something original then this fails 
that major test. PAPER MAYHEM doesn’t 
differentiate between the two scenario’s and 
rightly lumps them together as ONE GAME. 
Rated: 15 out of 77 with 7.398 rating. 

STAR FLEET WARLORDS — AGENTS 
OF GAMING (not TASK FORCE GAMES as 


Medieval, Modern, Future, or Fantasy... 


Graaf Simulations has offered a wide range of fine postal games since 1982 
Winner of the PBM Players Guild 1991 Consumers Choice Award as Favorite Gamesmaster 


Feudal Lords Il ..... A medieval game of warfare, politics, and economic development. $3 


Continental Rails 
Spiral Arm Il 
Kingdom . 
Realms of Fantasy 
El Mythico..... 
Kings & Things” 
Supremacy 
Gameplan 


Rulebook prices shown above 


Entry fee for any game game is $15 
Write or call for a free brochure descri 


4 Paper Mayhem 


... Americ 


_,. Guerrilla war in Ce 

_, . Official porn version 
_.... Official pom version 
Pbm American pro football game. 


. No risk: 


an rail tycoons compete for wealth and fame in the 1800’s. $3 
_.. A strategic space exploration and conquest game for up to 50 players. $3 


ed fantasy game of exploration and conquest. $2 


(we 


Graaf Simulations 
P.O. Box 96 
St. Clair Shores, MI 48080 


Phone (810) 772 9595 or Fax (810) 772-9659 
Jisa and Masteré id accepted 


and potent spells. $3 


of the fantasy board game. Voted BEST PBM in 1989. $1 
of the popular contemporary world conquest game. $1 
Ask for a free turn to see if you like it! $1 


if you decide not to play, return the rules for a full refund. 
recommend that you read the rules before you ask to play). 
ibing these games and a complete game price list. 


the ballot says) OUTSTANDING GAME! I 
never have heard a bad thing about it. It truly 
deserves to be nominated! And the only reason I 
will participate in this farce is to vote for it, Rated: 
1 out of 77 with 8.418 rating 

TRAVELLER— Eclipse Entertainment Inc. 
It qualifies as anew game, but one has to wonder 
when it didn’t even get ten reader responses to be 
listed. 

Now lets take a look at the nominations for 
BEST PBMGAME 1994: 

DUELMASTERS — Reality Simulations 
INC. I will give the game its due. It is a classic, 
but its long since had its day. Other gladiatorial 
combat games out perform it (DUEL OF A 
DIFFERENT COLOR, or GLADIATORS OF 
DEATH) and when held up to them it shows all 
its wrinkles and sags and the many facelift lines. 
Hardly deserving of being nominated. Rated: 65 
out of 77 with 5.702 rating. 

ILLUMINATI — Flying Buffalo INC. A 
classic, but it is showing its age. Rated: 53 of 77 
with 6.189 rating. 

MIDDLE EARTH — THIRD AGE circa 
1650— Game Systems INC. With arating of 15 
out of 77 and 7.398 ratings points I will give inan 
grudgingly say this game deserves to be 
nominated. but there are others that deserve to be 
nominated much more than this tired old relic. 

STAR WEB — Flying Buffalo INC. Rated 
22 of 77 with 7.234 rating. Not even top 20 need 
I say more? 

STATE OF WAR — Game Systems INC. 
Rated even lowerthan DUELMASTERS! at69 
of 77 with 5.394 rating. 

Given these choices I’m writing in 
ADVENTURERS GUILD by Entertainment 
Plus More, Inc. It consistently shows in the top 
3 and I have never heard a bad thing about it, 
unlike some of the above. 

Now a quick peek at the company ratings 
which is easy since there are so few of them. 

Reality Simulations INC. Rated 44 of 46 with 
4.504 rating. 

Flying Buffalo INC. Rated 13 of 46 witha 
7.468 rating. 

Game Systems INC. Rated 31 of 46 witha 
6.868 rating. 

Agents of Gaming Rated 4 of 46 with a 8.412 
rating 

Eclipse Entertainment INC. Not Rated. 


Richard Malley 
Beverly, MA 


Dear Richard, 

Thank you for your opinion concerning 
the ORIGINS™ Awards Final Ballots. I know 
you aren't the only one with his opinion on 
which games are or are not the best. This is 
why we have balloting and also why there is a 
write-in space. This is not to say that if we 
write in our choice that it will win, only that we 
have the chance to voice our opinion and vote 
for what we think is the best. 

Paper Mayhem never makes it to the final 


balloting in the magazine category, since it is 
running up against the likes of Dragon 
Magazine, Computer Gaming World, etc., 
which are publications that have a much 
larger circulation. This leaves me with little 
chance of winning, but it doesn't stop me from 
sending in my write in every year and putting 
something in Paper Mayhem every year to 
attempt to get my readers to also vote for me. 

Some of the choices for the PBM 
categories could be better, but most people 
outside of PBM gaming do not know the other 
choices and companies like Flying Buffalo 
Inc., Game Systems, Inc. and Reality 
Simulations are familiar to people outside of 
PBM. Since these are the only companies that 
outsiders know about, they will tend to vote 
for them. This is not to say that it is right or 
correct. You can not fault the companies for 
making their product(s) known to people 
outside of PBM. 

I know I have tried several times to get 
PBM companies more involved with the 
Academy, so that a truer outcome may evolve, 
but not much response has come out of this. 
For years I have provided the Academy with 
lists of names of PBM games and companies. 
Many of these games do appear in the initial 
ballot of the Academy. This year I did not push 
the issue, due to some family issues that took 
precendence, but I can't be the only one to do 
this. All the PBM companies need to help 
themselves too. 

Any PBM company. can become an 
Academy member, Basically there is only a 
$20 fee to be a member. 

At least you took the time to voice your 
opinion and to also vote. Most people will just 
toss the ballot away and figure that their 
write-in will not count. We can't have that type 
of attitude. 

There is a bit a terminology that we do 
differ on. Middle-Earth, circa 2950, is 
actually a new PBM game. I know that there 
is another version, but technically it is a new 
PBM game. The same goes for Forgotten 
Realms, it is anew PBM game, even though it 
is a scenario for Advanced Dungeons and 
Dragons. 

Also, you can not compare the game 
ratings in Paper Mayhem to the Academy 
balloting. The Paper Mayhem ratings are on 
an average of what players think of the games 
and they can change their ratings to the game 
with each issue. With the Academy balloting 
you only get to vote once and for one in each 
category. The Academy balloting can be 
compared to Paper Mayhem's Best Game 
Balloting that is done yearly. If you check that 
in Issue #70, Best PBM Game of 1994 was 
Victory! by Rolling Thunder Games, with 
Middle-Earth PBM by Game Systems Inc. 
second and Suzerainty by 7th Dimension 
Gaming third. If you compare these, only 
Middle-Earth is in both. So, which ballot, 
rating, etc. are we to believe? 


I do agree that there needs to be some type 
of changes in the Academy balloting, but I can 
not give you any definite solution to the 
changes. I would suggest that you send your 
opinions and give the Academy some 
solutions. They probably would welcome any 
type of suggestion to make things better. 


Dave Webber 


Dear Mr. Webber, 

Awhile back I e-mailed you that I had taken 
over the game Land of Karrus. At least that my 
company, Phantasm Games had. Well, sadly, a 
problem has cropped up with my real world job. I 
will stop running tums as of the 15 of April for at 
least 6 months. Quite possibly longer. All funds 
will be returned to the players. This was a very 
hard decision to make. 

The game is for sale to anyone interested. 
Truthfully, I’d really rather not sell. So.... ifIdon’t 
getany interested buyers within afew months, P11 
take the game off the market. From there, iftime 
becomes less ofa problem, I will do aredesign of 
the game. Mostly in areas thatneed updating. I’d 
like to be able to take turns e-mail as well as send 
out turns that way. I also would like to add some 
improvements to the system including a 
completely new combat system. Many, many 
other additions also. Right now, I just barely have 
the time to run turns. No time remains to improve 
the game. Itis too good a game to just let die. I fear 
that is exactly what would happen if I went on the 
way I was going. My real world work also gotin 
the way. So much so that I would have problems 
running turns regularly. This is supposed to 

improve but you never know. 
Thank you for your time. I really enjoy your 
magazine. Take care. 


Doug Steinberg 
Phantasm Games 


O'Fallon, IL 
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DENEB ON 50 QP'S A DAY 
A SMUGGLER'S RUN REVIEW 


Some gaming purists may consider my 
viewpoint shallow, but I’ve always thought that 
aestheticappearance was important to a game. 
No matter how much fun a game is, it loses some 
of its appeal after several hours of wading 
through poorly-organized, faint dot-matrix 
printing. I readily admit that a beautiful, laser- 
printed game with no substance is equally 
worthless, Still, I believe our industry under 
estimates the importance of appearance. 

I mention this because Smuggler’s Run is 
extremely impressive to look at. The rulebookis 
one of the most professional I’ve seen in all my 
years of PBM, and so are the tums. Everything 
is done with high-quality laser printing. Every 
turn includes a map of the universe which is 
equally impressive. Simply put, everything about 
Smuggler’s Run is pleasing to the eye (perhaps 
because the game spent four years in 

development). 
But what of substance? Well, that’s what 
the review is for.... 


Setup 


Smuggler’s Run takes place in a science- 
fiction universe, where the Empire rules with an 
iron fist. The Empire is controlled by Terrans, so 
the other six races, who have interacted with the 
Terrans in various ways, are often subjected to 
bigotry. Of the Emperor himself, Bigelow’s 
Guide to the Empire has this to say: “The 
Emperor himself is the sole and final authority in 
the Core. It is said, however, that the Emperor 
isancient. Only great technology, wickedness, 
and several aspirin each day keep him from the 
snapping jaws of death, but he is too wicked and 
clever to Jet anyone sit in his throne. So, he has 
created a tremendous bureaucracy to maintain 

his bloated empire, since he is often too run-down 
and testy to perform his imperial duties.” Itis this 


By Patrick M. Rodgers 


bureaucracy that new captains will find 
themselves up against, from the Imperial Bureau 
of Reading, Riting and Rithmatic to the Imperial 
Bureau of Redundancy, Red Tape, and 
Redundancy. 

Character creation is simple, yet provides 
great design flexibility. First, a character must be 
from one of the seven known races: Terran (the 
old standby), Brogian (Klingons on steroids), 
Gecko (athletic, regenerating lizards), Mechbot 
(mechanical life form), Piil (shape-changing 
blobs), Rhesian (shiny happy insects) and 
Zephyr (the sole entry for Zephyr in an earlier 
draft of Bigelow’s Guide reads simply 
“eggheads.”) 

Each race begins with different base ratings 
in each of the five attributes: Agility, Strength, 
Toughness, Mechanics (ability to use machin- 
ery) and Perception. The player may then add to 
these ratings by using Build Points during setup. 
After selecting a race, a gender is selected and 
aname is chosen. 

Ratings are then assigned for each of the 
sixteen skills. While it is possible to specialize 
heavily in several important skills, I opted to 
purchase a rating of zero in 9 skills and a rating 
ofone inthe remaining 7. Ifarating of zero is not 
actually purchased, a skill is rated at -2, 
“unskilled.” Skills run the gamut from trade- 
related (Interpret, Haggle) to combat-related 
(Brawl, Dodge) with everything in between 
(Gamble, Streetwise). Each skillis also related 
to an attribute and can be enhanced by a 
favorable rating in that attribute - for example, a 
high Mechanics rating will be of value when 
using the Electronics skill. Unlike attributes, 
skills can be improved throughout the game by 
spending Victory Points, which are gained for 
successful use of skills. Personality Flags must 
then be set for each of seven behaviors: Bribe, 
Cheat, Fight, Imbibe (indicates extent to which a 
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character consumes alcohol), Pilfer, Swindle, 
and Yellow (indicates likelihood of character 
turning tail and fleeing from danger). Each of 
these flags is assigned a value from 0 (the 
character never does this) to 4 (the character 
always does this). When the character has an 
opportunity to exhibit a behavior during atum, the 
program automatically checks the appropriate 
flag and the character acts accordingly. Non- 
Brogian characters should be reminded that 
there is no shame in setting a high Yellow flag 
early in the game. This is an excellent feature 
that I'd like to see more of in PBM gaming. 

The character is allotted 12,000 units of 
currency (QPs) with which to purchase 
equipment. Leftover QPs are available for use 
during the firstturn, so don’t spend themall! All 
new captains should purchase a copy of 
Bigelow’s Guide to the Empire (item #34) asit 
automatically provides plenty of useful informa- 
tion whenever one arrives at a star system. 
Finally, the player selects his starting positionand 
issues his first turn’s orders. 


First Turn 


Looking back on my first turn, I see several 
points of interest for new players. First, whileit 
is true that there are usually several cities on 
each planet, there is, as far as I know, no real 
difference between the cities other than what 
options are available there (e.g. Training, Cargo, 
Gambling, etc.) Thus, there is little reason to visit 
cities other than the capital unless one needs the 
services available there (which will be often 
enough; Training is rarely available at capital 
cities). 

lalso made unnecessarily frequent use of the 
Bar Hop order. With my Fight flag set at 3 and 
my Yellow flag set at 1, the hand-to-hand combat 
I was seeking came often enough during the 
course of the turn. Not a turn went by that my 
poor Piil wasn’t assaulted during routine 
business transactions, taking a shuttle to another 
city, or any number of other harmless tasks. For 
Brogians, this is all well and good, and they may 
well enjoy additional Bar Hop orders, but other 
races may find the excessive combat hazardous 
to their health. Of course, one can always set 
their Yellow flag high and their Fight flag lowto 
ensure longevity, using the Bar Hop order 
occasionally for excitement and blunt trauma. 

My mistakes aside, I was very impressed 
with my first turn. There is quite a bit of text that 
accompanies most actions. After thirty or forty 
turns, much ofit seems repetitive, but during the 
early stages of the game, it is quite engaging and 
often funny. The map made it clear where I was, 


and the status sheet gave all relevant details for 
my position. 


Early Game 


As with most games, the first goal of 
Smuggler’s Run is to acquire enough wealth to 
purchase superior equipment and a better ship. 
Brogians may favor sinking their money intoa 
powerful weapon and a good suit of armor, then 
bashing and hacking money from the purses of 
the wealthy. A cocky Zephyr with high 
Perception and Gambling might try his hand at 
the slots. Most other races, however, tend to put 
their money into cargo transport, the mainstay of 
the game. 

Each character begins the game with an 
Independent Class vessel. The vessel has a 
value of 1 in each of the ship rating categories: 
Computer, Jump Drive, Cargo Bay, Maneuver 
Jets, Sensors, Shields, Lasers and Hull. A ship 
may carry 10 cargo pods per point of Cargo Bay, 
and new characters will usually have barely 
enough QPs to fill their cargo bay with cargo. As 
in real life, “buy low, sell high” is the path to 
success, and smart players will have selected as 
their starting position a planet with a large supply 
ofacommodity. 

Each planet is rated for production in four 
commodity types: Agriculture, Industry, Mining 
and Technology. Ratings range from 0 to 10; a 
rating below 5 indicates that the planet is a 
consumer of such commodities (and thus, prices 
are higher) while arating above 5 indicates that 
the planet is a producer (and thus, prices are 
lower). Purchasing cargo from a planet with a 
rating above 9 and selling toa planet with arating 
below 1 can yield astronomical profits. 

There are six legal cargoes of each 
commodity type. For example, the six Mining 
cargoes are Unrefined Ore, Low Tech Metals, 
Elemental Chemicals, High Tech Metals, 
Gemstones & Minerals and Inert Radiates. The 
base price for any legal cargo is 5,000 QPs, but 
this is always modified by the planet’s production 
values. Production values aside, a planet may be 
experiencing 
a shortage or surplus of a specific cargo, which 
will cause the price to double or halve, 
respectively. On both ends of the scale, a pod of 
Low Tech Metals could be purchased from a 
planet with a Surplus of the product and a Mining 
rating of 9.99 for 1,250 QPsand sold to a planet 
with a Shortage of the product and a Mining 
rating of 0.01 for 20,000 QPs, yielding an 
impressive profit. 

While new players may be tempted to flit 
around from place to place, the best course of 
action is to establish a trade route - ideally 
between two nearby systems. The route must be 
circular, so that each leg of the trip is profitable. 
This may sound dull to some, but itis a good way 
to become acquainted with the game while 
earning a few QPs. 

Atthe end of every turn, there is a charge for 
Guild dues and insurance premiums; starting 
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with turn 6 there is also a charge for ship 
maintenance. In addition, every time the ship 
moves (called Jumping) a unit of Nukonium fuel 
is expended, at the cost of 1,000 QPs. Ship 
upgrades are very pricey, as are the more exotic 
items of equipment. All in all, QPs make the 
universe go round. 


Midgame 
By turn 15, I had enough money to upgrade 


my ship. Since the computer is the heart of the 
ship, it must first be upgraded before any other 
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teammates. 


For a limited time, 


their entire, 
free. 


game, send E-Mail to: 
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ORG BAAD 
Orc Ba’al is a PBEM game similar to football 
which is played in the Dark Realms. 
players in Orc Ba’al are Dwarves, 

Halflings, 
Orc Ba’al 

varies greatly from traditional 


football with options such as 
casting spells and throwing 


To introduce Orc Ba’al to 
the PBM community, we are 
offering FREE TRIAL GAMES. 
all 
new players get to play 
first game 


To receive free rules 
and request a free trial 


equipment. Thus, I improved my computer to 
level 2, then followed suit with my cargo bay and 
Jump drive. The improved cargo bay would 
double my cargo capacity and likewise my 
profits, while the Jump drive provided fuel (and 
order-writing) efficiency. A ship may Jump two 
sectors per level of Jump drive ina single order. 
Thus, with a level two Jump drive, I could now 
jump four sectors per Jump order instead oftwo, 
and still burn only one unit of Nukonium fuel. 
Four turns later, my net worth had almost 
doubled; the cargo bay was paying off. Since the 
ship’s computer controls life support, one person 


The 
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may occupy aship per level ofcomputer. When 
I upgraded the computer, I also hired an NPC 
crewman, a Zephyr Rogue named Yapk’Kor. 
His assistance with bribes, contraband and the 
like proved invaluable. Of course, I could have 
hired a Mercenary, Attorney, Doctor, or 
Engineer, but as I was running cargo, a Rogue 
seemed the best choice. 

On turn 19 we got a valuable break: at 
Okeefenokee City, on Spingle in the Fomalhaut 
system, we located a source for three pods of 
Stolen Artifacts, a contraband Industry cargo. In 
addition to the six legitimate cargoes of each 
type, there are also at least six contraband 
cargoes of each type. For example, the 
contraband Industry cargoes are Mechanical 
Weapons, Explosives, Rare 
Ceramics, Stolen Art Objects, Subversive 
Writings and Stolen Artifacts. Base pricesrange 
from 12,000 QPs per pod for Mechanical 
Weapons to 250,000 QPs per pod for Stolen 
Artifacts. We were able to buy the 3 pods of 
Stolen Artifacts for 465,000 QPs and sell them at 
a nearby system for 1,375,000 QPs. The end 

result was that my net worth doubled in onetum. 

Sudden reversal of fortune is not uncommon, 
either. On one recent tum, I was suddenly 
attacked by a pirate, suffering almost 500,000 
QPs in damage to my ship. Too, it is much easier 
to increase one’s wealth early in the game. In 
later turns, the small profit margin made off of 


Setup fee is $10.00 and includes two ten action 
tums and the rulebook. Tum cost is $2.50, Extra 
actions are 25 cents each. Rulebook, when 
purchased seperately, is $5.00, 
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most legitimate cargo barely offsets the cost of 
crew salary and other expenses - which is yet 
another reason why most ship captains 
eventually tum to smuggling. 

As previously mentioned, smuggling can be 
very profitable. It’s much riskier and more 
complicated than standard cargo transport, 
however. For starters, contraband cargo is not 
available on the open market - one must make a 
contact through use of the Snoop order first. 
Only one contact can be active at a time. 
Usually, the contact wants the cargo taken to a 
specific buyer, often far away (and where the 
production values may not beso favorable). Of 
course, less scrupulous captains will sell the 
cargo where they can make the most money 
fromthe sale. Unfortunately, this tends to annoy 
alot of people, and merchants will occasionally 
become suspicious and refuse to purchase the 
cargo. 

Each system has an Empire rating, which 
reflects the level of Empire control, and an 
Underworld rating, which reflects the level of 
criminal and subversiveactivities. Systems with 
high Empire levels often scan incoming ships for 
contraband cargo, confiscating whatever they 
find and extracting heavy fines/bribes. Systems 
with high Underworld levels will be more 
receptive to contraband, and these systems are 
favored by smugglers. 


More than Economics 


While some will turn their noses up and 
refuse to try SR, proclaiming it an economic 
game, that’s not the case. While cargo tradingis 
the central theme of the game (and this review. 
since that was the area pursued by the reviewer), 
there are many other aspects to the game that 
are equally important. A wealthy trader can be 
brought to his knees in just one tum by a well- 
timed attack froma ruthless pirate. Ship to ship 
combat can be very costly, but rewarding forthe 
victor. Besides salvage and spoils from the 
enemy (and the collection of rewards from the 
enemies that the wealthy and/or famous 
invariably have), ship to ship combat yields far 
more Victory Points than several simple 
economic transactions, meaning that accom- 
plished pirates will be able to improve their skills 
more quickly than traders. Since the Empire 
pays bounties for the destruction of pirate ships, 
some captains may even find pirate hunting a 
more profitable pursuit than trading. 

Exploration is also proving to be a valuable 
pursuit. Those of us who spent our time 
accumulating vast fortunes are finding ourselves 
paying ragged young captains highly for the 
information they’ve gleaned. Smuggler’sRun, in 
short, offers all of the options that a traditional 
space-opera does. There is even an in-game 
mechanism for the forming of alliances. Power 


WHAT IS TAKAMO? 


It’s agricultural corporations sending highly 
advanced technicians and farming equipment to 
distant worlds. 

It’s pirate races raiding planets for loot and 
slaves. 

It’s civilized races searching for suitable worlds 
to terraform, 

It’s trade corporations dealing with scores of 
alien empires, striving to be the sole supplier of 
trade goods to their planets. 

It’s smugglers plying their trade amongst 
. the stars, and selling information to the 
highest bidder. 
It’s nomad races with the technology to 
turn whole planets into giant starships, 


It’s cybernetic races searching the heavens 
for signs of the biologicals which infest . 
the galaxy. 

It’s a computer moderated, strategic . 
level simulation of empires in a struggle 
for survival among the stars. 


TAKAMO...it’s more than a game. 


gamers should bring a sense of humor and a 
froopy attitude to the game, since SR is chock full 
o’ funny stuff. 


Conclusions 


It’s been a year, and I’m still enjoying the 
game. While I’ve become familiar with some of 
the text that accompanies standard actions - 
fights, cargo transactions, etc. - there is still a 
great deal I’ve yet to see. I was recently 
unpleasantly surprised when amerchantrefused 
to purchase my contraband cargo, and reported 
me to the authorities. In addition to a fine, my 
docking privileges were revoked at that system 
for seven turns! 

Recent communication with other players 
has shown that I shouldn’t have been neglecting 
outposts for so long. Since outposts are 
somewhat akin to speakeasies, their locations 
are not advertised, and having spent more time 
moving cargo than exploring, I’d never found 
one. Apparently, there are a number of new 
equipment items, cargoes, and services available 
at these outposts, supposedly including cyber- 
netic implants. 

There are always several things going on 
“behind the scenes” that most players don’t find 
out about for some time, unless they take the time 
to investigate. One “secret” recently revealed 


was that, yes, Commander Sisko, there really IS 
awormhole. I doubtI’ll become bored with the 
game anytime soon. The rulebook is over sixty 
pages, and very little of it is “window dressing.” 
As such, there simply isn’t room to discuss all of 
the game’s features here. 

If you enjoyed Hitchhiker’ Guide to the 
Galaxy, like space-operas, or just wantto havea 
good time, this is an excellent game. I 
recommend it highly for both PBM newcomers 
and veterans. My only caveat is to die-hard 
political space-opera players: I personally 
haven’tseen the high level of diplomacy in this 
game that is normally present in such games, but 
then again, I haven’t been actively looking for it. 
If there is justice in the world, a few hundred 
more people will start playing Smuggler’s Run 
and the politics will kick in then. 

Smuggler’s Run is computer moderated, and 
turns run like clockwork every week. At press 
time, Distant Vistas announced that the game 
was being closed to new PBM players. New 
PBEM positions are still being accepted. 

Readers interested in PBM only are advised to 
send a letter or postcard requesting information 
on PBM if/when it becomes available again. If 
enough interest is generated, it may persuade the 
GM to resume accepting new PBM players. 
Prices are ridiculously low - $2.50 for E-mail 
turns. The monthly newsletter, Galactic 


observers. 


small part. 


At first glance, Galactic Prisoners appears to be an uncomplicated game. tt isn't. It is a game of discovery. As you learn, | 
you will see that Galactic Prisoners is a large, complex game. As you learn, you will progress to more and more complex versions 
of the game. 


GALACTIC PRISONERS 


2440 AD - When expanding into the unknown regions of space, humans 
encountered a vastly superior civilization, the Nibor. Because of the highly 
aggressive nature of humans, peace with the Nibor was not possible. The 
Nibor were forced to destroy all humans except for a very few. These 
remaining humans have been placed on a portion of a large planet. You are 
one of those select, remaining humans. You will be studied by your Nibor 


Because of your unique personality, intelligence and leadership, the 
Nibor have selected you as the captain of an All Terrain Vehicle (ATV). You 
have been given a crew of 100 humans who were your fallow prisoners. It is 
iui] your responsibility, as the captain, to provide your crew with survival. 

| Galactic Prisoners is a unique, realistic and exciting, computar- 
moderated, open-ended, futuristic game. There are numerous avenues of 
play. Some of you will build walled forts to defend yourselves. Some will 
“|| build a vast labyrinth of tunnels below the planetary surface. 

{| establish colonies to increase production and income. 
corporations in the player-controlled stock market. 
J| warriors and take what they want from others by force. 
combinations of all of these. Alliances will be formed. Treaties will be made 
and broken. There will be much to explore and discover. Many diffarent 
aliens will share this prison with you. Those of you who survive and prosper 
will do so because of your intelligence and understanding. Luck plays only a 


Inquirer, is free. 

Distant Vistas recently unveiled a new 
component to the Smuggler’s Run package: 
Copilot, a Windows-based front end for 
Smuggler’s Run. The program is visually very 
appealing, and includes a user-updatable 
exploration log, aconvenient order input option, 
several other features, and an online version of 
the Core map and the complete rulebook. 
Copilotisnotrequired to play the game, but it will 
be useful to players who have PCS. 

The startup kit consists of the new rulebook 
(slightly less impressive than its predecessor), a 
printed Map, setup, acopy ofthe newsletter, and 
the Copilot disk (3 %”), at a cost of $5.00. 
Electronic versions of the startup kit are 
available for free on America Online, and soon, 
via the Internet and on CompuServe’s 
PBMGAMES forum. The GM, Mark Martin, is 
very responsive to questions (you won’t have 
many; the rules are very complete), implements 
new features often, and is just generally areally 
cool frood. 

For more information, or to join, contact 
Distant Vistas, PO Box 90993, Industry CA 
91715-0993 or E-mail DVistas@aol.com. Why 
are youstillreading? With a review like this and 
prices like those, you should be sending away for 
your startup kit! 


Some will 
Some will form 
Some will become 
Some will do 


You are permitted to move as fast as once a week or as slowly as you like. You determine your turn lengths. Allturns are © 
processed on the day they are received as long as seven days have elapsed. 

To begin, send your check for $18.00 to Grandel, Inc. to receive the rulebook, setup and 4 turns. Subsequent turns will be 
$3.00 each. Discounts can lower the cost to $2.64 per turn. Combat results are sent to attacked players free of charge. We 
accept phoned-in turns at no additional charge. Except for two rarely used techniques, there are no additional game charges. 
We do charge a small additional fee of $.25 for a FAXed turn. Any player who recruits a new player will be given two free turns. 


Grandel, Inc., P.O. Box 4386, Wilmington, DE 19807-0386 
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By George Cameron 


As I look over the desert, I see my massive 
array of oil wells producing oil for my 
military. I know it is time for World War IV. 
Plans now must be made to take over the 
world. I am the Ayatollah of Rock-N-Rollah; 
my country Iran hopefully will be a super 
power soon. I give the orders for the troops 
to march. 


THE GAME 
World War IV is a fast-paced wargame. It 
is closed-ended and has victory conditions. 
Since it’s the war after World War III, there are 
some futuristic combatadditions. The World is 
not like it isnow. Many countries are divided. 
(For example, the United States is split into three 
“countries”). Everyone starts with low 
technology levels, but as the game goes along, 
you will have to invest in technology levels to stay 
with the other players. 

Natural resources in the game, along with 
your technology level, play an important partin 
what kind of units you can build. The resources 
are: food, minerals, oil, iron, precious metals and 
uranium. If you are low on certain resources, 
you can trade with other players or buy them 
from the world market. 


There are five fields of military technology: 
infantry, vehicle, aerospace, naval and nuclear. 
Your technology level will determine what types 
ofunits that your empire can produce. Each unit 
has a maintenance cost (like up keep to your 
car). 

The rulebook is only 32 pages, butit is filled 
with the rightstuff. I messed up quite a few times 
regarding orders due to the fact that | didn’t study 
the rulebook well enough. The GM was very 
helpful in explaining why my orders didn’t work. 

In a game a lot of players take neutrals as 
cannon fodder. But in WWIV they grow and 
even attack like the player positions. I opened vs 
a three-front war and had to make peace witi 
one player just so I could fight the neutral and the 
other player. In the long run may survive, but 
if I would have attacked the neutral first and had 
taken him out, then I could have concentrated my 
full attention on the player positions. 

Note from the GM - George played in an 
“introductory game of World War IV, a 


variant offered by High Point Games to 
players who have never played or survived to 
the midgame. These games start with about 1/ 
3 of the 40 countries unplayed and run 
according to a computer algorithm. Regular 
games have all 40 countries run by players, 
so there are no “neutral” forces. 

The monetary system is based on the 
“economic credit” called an E.C. Only certain 
hexes provide E.C. income for a country. One 
E.C. could be thought of as 100 million U.S. 
dollars today. Sounds like a lot? But it doesn’t 
take long to burn up each turn’s E.C. production. 
A player may only transfer up to 10% of his 
production per turn to an ally. Up to half his 
resources can be traded. 

To build military units, you must have the 
required cost in E.C.’s and resources, plus the 
required tech levels. You can only build units in 
factory hexes. Builds happen before combat and 
movement; this can help if the enemy has surged 
into the heart of your country! The higher your 
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tech level, the better the kind of units your 
country will be able to build. Each turn there is 
a unit maintenance cost for each unit. This 
represents the upkeep of equipment, mechanical 
maintenance, soldiers’ pay, replacement parts, 
ammunition, resupply and the necessity to feed 
all the personnel. 

Espionage in WWIV can play an important 
role for your country, There are several types of 
espionage that you may attempt (sabotaging 
resources or production, raising guerillas. etc.). 
It costs E.C’s to attempt any mission against 
yourenemy. 

Each turn you receive a printout of The 
World Report. It contains news, notices and 
announcements about the game. The “World 
Press Association” gives accurate reports 
written by the game moderator or generated 
automatically. “Anonymous” reports may have 
been written by the GM or any other player and 
may or may not contain the truth. Each player is 
allowed to submit three messages per turn 
(either signed or anonymous). 

In WWIV all countries are considered 
hostile to each other unless formally allied, so 
when you meet someone in the same hex, it’s 
time for battle. Ground units engaged in combat 
are “pinned” and cannot move until there are no 
hostile units left in the hex. Air units and 
airmobile units are not pinned by ground units. 
Naval units engage if they are in the same hex 
after they complete their movement. Nuclear 


= 


weapons will only detonate if they are launched, 
dropped or fired. They will not be used 
automatically unless “Tac Nuke Authorized”. 

The units in WWIV are abstractions of 
actual military units. Most of the ground forces 
can be thought ofas division-sized. Mostships 
and planes can be thought of as squadrons. 
Nuclear weapons can be thought ofas individual 
warheads. 

Tech levels below 34 can be considered pre- 
1960, 35-80 - 1960 to present and anything above 
tech 80 would be futuristic. Asmentioned earlier 
in this article, it’s important to keep upgrading 
your tech levels. 

The first 10 turns: The first few turns were 
pretty easy. I went west, north and east grabbing 
up as much neutral land as I could. But things 
started getting hairy when I ran into Turkey, 
Kazakh and India, when I would have preferred 
to take out Saudi Arabia. Luckily Turkey allied 
with me and India didn’t push back. Sol threw 
in my hat at Kazakh. 

While doing this, I thought I could just wait 
and launch a full-scale attack against Saudi 
Arabia later. But on turn #8, Saudi was in my 
country!! Even though I had taken most of 
Kazakh, now I was backed up. 

Then on turn #10 I launched a massive 
paratrooper, bomber, fighter, light tank, infantry 
and marine attack, only to see my forces take a 
severe beating. 

Now I have to worry about Evenki Soviet 


Republic (east of Kazakh) and Russia, who is 
northwest of Kazakh. 

Itis costing me dearly in unit maintenance to 
keep up my units because my forces are so 
spread out. But maybe in the next 10 turns Ican 
turn my country around and bring it to the top. 

My opinion: After running 10 turns, nota 
single turn has been delayed. The service has 
been excellent and professional. All my turns 
have been error-free and the turn results are top- 
notch. I am very pleased with the game even 
though I made quite a few mistakes. I have seen 
alot of good war games, but WWIV is one of the 
great ones. I would recommend this game to the 
old and new of PBM. High Point Games offers 
abeginner’s game. Since it takes a lot of players 
to fill a game, it may take amonth or two or even 
several months to start a game. But High Point 
Games keeps you informed about when your 
game will start. Not many other companies will 
do this. 

For more information about World War IV 
you can write to: 


High Point Games 
2142 Terrimill Terrace 
Chesterfield, MO 63017-7518 


World War IV is also moderated in the US 
by Rolling Thunder Games and JFH Games 
and in the UK by Pagoda Games. 
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VICTORY! 
The Battle For 


Europe 
By Michael Kelly 


GAME MECHANICS 
First ofall, the game is well designed. It plays 
like a board game in it’s tight mechanics and 
attempt to provide asemblance ofrealism. The 
realism, however, does not extend to historical 
accuracy. For example: Germany is no more 
powerful than Poland in this game. Every 
country is roughly equal in power at the start 
ofthe game. The countries are all divided into 
a number of locations that contain two 
important statistics: resources and popula- 
tions. In Victory! the map is divided into 
provinces, each province contains a 
single city which is considered a 
separate location and must be con- 
quered either by air drop or from the 
province once the province has been 
conquered. For the purpose of this 
review, the term location will apply to either 
acity or province or the pair as a single entity. 
A location will produce anumber ofunits of 
a particular resource based on the product of the 
provinces resource level and the cities industry 
level. Each country starts with a stockpile of 
each resource and will produce amounts of each 
resource per turn. Even though the rule book lists 
some countries with higher resource levels the 
industry levels are low enough to counter that 
advantage (i.e. two countries with resource 
levels of 1200 LGT and 700 LGT in its provinces 
will probably both produce 700 LGT, since the 
country with 1200 will have lower industry levels 
at its locations with LGT resources). The four 
main resources are PET, COAL, HVY AND 


LGT. 
The more important statistic is the 
population. The population levels of each 


country are not listed in the rules, leaving the 
beginner to guess. My experience is that the 
population levels range from 350 to 500. Since 
population is the main limitation to how many 
factories a position may possess, higher 
population translates into a higher production 
once the position is built up. A position is usually 
fully utilizing its population within a few turns. 
Factories convert resources into supplies and 
building materials, The three types of supplies 
are Munitions, Fuel and General. The fourtypes 
of building materials are ships, air, armament and 
construction points. SHP, AIR and ARM are 
used to construct naval, air and ground forces 
respectively. Construction points are used to 
create fortifications, bases, factories, etc. Ifa 
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force does not have sufficient 

supplies of a given type, nasty things happen. 
Naval and ground forces must load their supplies 
and carry them around. Airforces draw supplies 
from the city they are based at. 

Here are some things I like about the 
mechanics: 

* The rules make sense, are well written and 
are very realistic. 

* Unlike some games, the air units do not 
move like army units, staying airborne for months 
of game time. They are based and fly missions 
from the base. 

* Units take percentage losses and can 
remain effective even after being reduced to 
20%. Building materials can be used to provide 
replacements, which can bring a unit up to full 
effectiveness. In other games, a unit either 
survives an encounter or doesn’t. 

+ Air and naval units have a broad range of 
mission capabilities that initially bewilder but 
eventually delight the player. 

* The units are based closely on the actual 
units available during WWII. A position with the 
German technology will be able to build a 
Bismarck class battleship on turn 13 and not 
before. Ifyou know your W WII technology, you 
will have a distinct advantage over those who 
don’t. 

* A country with adiplomatic agreement with 
another country must first break that agreement 
before declaring war (see section on diplomacy). 


¢ The 

detail. The rules include partisans, sabotage, 
espionage, resource production, factories, 
strategic bombing, tactical bombing, tactical air 
base strikes, air reconnaissance, airborne 
assault, coastal bombardment, submarine 
warfare, aircraft carriers, amphibious assaults, 
minefields, lots of logistics, political alliances, rail, 
leaders, training programs, seasonal affects, 
national moral, static defenses and much more. I 
love large rule books. 


Here are some things I do not like about the 
mechanics: 

* The process of providing supply to the 
various armed force branches and providing 
adequate resource stockpiles for factory 
production is very tedious. This is not a game 
where you put in a half hour to write your turn. 
Fora larger position it literally takes me hours to 
write my orders. I love working on a game tum 
for hours. IfI didn’t like the game I wouldn’tplay 
it, but the logistics of this game tire even me. 

* Some of the orders should be expanded or 
changed to allow the user to do more per order. 
The SIM POL order is used to check the political 
affiliations of a single nation. It could be easily 
expanded to check the affiliations of over 10 
nations. RTG has made some slow progress in 
this direction, but I don’t expect much (especially 
with all the new games they’ve begun 


moderating lately). 

e Finding out which country controls a given 
location is difficult. The only locations reported 
as taken are those with 20 or more population. 
The SIM TC order can be used to determine 
ownership of only 2 locations. It is very hard to 
keep track of what’s going on in the rest of the 
world. 

* Totally allied nations may cede home and 
conquered locations to each other to block the 
advance ofan enemy. Thus if Italy declares war 
on France, but France has ceded his border 

territories to Spain, Italy will find his incursions 
into France blocked until he also declares waron 
Spain. 

* Those who have played the game before 
have access to a vast amount of information that 
the novice does not. The GM will give literally 
NO information about anything except rules. For 
example, a beginner is aware that a particular air 
unit can perform a tactical bombing mission 

against an army, but has no idea how effective it 
will be. An experienced player can guess to 
within a few percent the damage that will be 
caused. 
e There is no way of sending messages via 
3x5 cards. You must call or use U.S. postal and 
ifthe player has his privacy option on, there is no 


way of communicating. 


DIPLOMACY 

Diplomacy is handled some- 
what differently in Victory! and 
is perhaps one of its greatest 
strengths. The game system 
incorporates enforced political 
agreements that players may 
enter into. In addition, every 
country starts the game with a 
non-aggression pact with each 
of it’s neighbors, which it can not 
violate until turn 3. 

There are three types of 
agreements: non-aggression pact 
(NAP), alliance and total alli- 
ance (TA). As long as two 
countries have a political agree- 
ment, neither may declare war 
on the other. The odds of 
breaking a NAP is roughly 1 in2, 
an Alliance is 1 in 4 anda TA is 
lin 10. Each type ofagreement 
provides a bonus to the national 
moral and some sense of 
security. The alliance also 
provides for the exchange of 
resources. The TA provides for 
the exchange of most anything 
except ship, air or armament 
points. The TA also provides 
one of the most valuable 
commodities...information. A 
TA receives its allies battle 
reports with its turn results. 
Since turns are processed 
sequentially, a country withaTA 
that moves after an enemy can fill the player in 
on what happened during the opponents turn. 
Like what armies were destroyed and which 
locations were conquered. A player without a 
TA must submit his turn blind, hoping his armies 
were where he left them last turn. This saves on 
wasted orders and allows a much more effective 
battle plan. A TA may also fly defensive air 
missions over its TA’s territories or pass over its 
TA’s territories to deliver offensive air strikes on 
theenemy. These optionsare not open to a mere 
alliance. 

One disadvantage ofa TA is that a country’s 
effective victory points at the end of the game is 
an average of its victory points and the victory 
points of its TAs. Thus if a TA goes under or 
does poorly, the country has little orno chance of 
winning. Ofcourse now that RTG has added the 
rule to break a TA, the disadvantage is mostly 
gone. 

Another disadvantage is ifa country is being 
pulverized and the player has dropped, then a TA 
can NOT move in and conquer his territories. 
The enemy can use this to provide a buffer that 
the TA can not move ground forces across. The 
game system does not allow the exchange of 3x5 
cards, but does allow the player to issue a RNA 
order to get another player’s address and/or 


phone number. A player may opt to make any or 
all of this information unavailable (called the 
privacy option). I hate the privacy option and 
think that any country that uses the option should 
be considered a dropped position and 
assimilated. 


COST VALUE 

The game is advertised as costing $6.00 per 
turn sheet. This does not mean $6.00 per turn. In 
fact, in order to run a viable position, most 
countries will have to submit 2 sheets. If a 
position does well by turn 25, you will be 
submitting 3 sheets. By tum 50 aposition will be 
submitting 4 tum sheets. Ouch!! Each tum sheet 
has 30 orders on it. A position may only submit 
whole turn sheets, as yet no 15 order sheets are 
available. They is VERY annoying. The game 
has a host of cost inefficiencies such as: 

* Many of the orders are designed very 
inefficiently. Forexample, the RNA order could 
list over 10 countries for which an address is 
desired but RTG instead limited it to a single 
country order. A players first turn commonly 
consists of 3 to 40 of these orders, where 1 to 4 
could have been adequate if the order were 
designed more efficiently. 

. Naval and ground forces will not 
automatically resupply themselves, so the player 
is constantly forced to submit orders to resupply. 


Toadal Chaos 


upg aga ngA 


Toadal Chaos is a PBM game that | 
simulates the primitive small-scale warfare of | 
mutated amphibian tribes on the distant, | 
post-holocaustic planet of Reptilia. Players | 
control and coordinate a native settlement in | 
combat, capture, and alliance with other 
players to fulfill set victory conditions. 

Complete Rulebook $3,50+31.50 
S&H, NY Residents add 89% sales tax. Fix rate 
of $3.50 per tum. 

For more details, send an SASE to: 


s Fractal Dimensiops 
17-29 Main St., Suite 316 


Cortland, New York 
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Paper Viay eur i3 


* When a city is conquered, the 
security must be built up using a BFDU SEC 
order, Each such order allows 3 cities to be built 
up, but it requires 3 turns or more to overcome the 
partisan activity inanewly conquered city. They 
could have made the process automatic. 


SIPENGIH? 50 WHAT. 
MONEY? WHO CARES. 
TITLES? BiG OAL. 
BLOAT? POW WE'RE 


TALKING. 


JAGE PaooueTIONS 
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Evenif 
the position is small, you can always find ways to 
use the maximum number of turn sheets, such as 
filling up the extra space with espionage 
missions. If the position is medium or large, 
forget doing many espionage missions, you will 
be hard pressed to fit all you need to do (much 
less want to do) in the number of orders you will 


MAIL REQUESTS TO: 
JAGG PROD. 
C/O A. BLAGG 
HCRO2 BOX 120L 
DOE HILL, VA 24433 


be limited to. The game is so much fun that I am 
willing to put up with the cost. 

Insummary, I highly recommend the game, 
provided you can fork over $24.00+ per month 
(based on2 turn sheets per turn, twice per month, 
plus printing fees). This game is for those who 
love to pour time into a game. It takes me 
anywhere from 3-6 hours to write my orders 
(including more than a half hour just to copy my 
orders from my rough draft to the turn sheet). 
That’s sooo much more satisfying than a game 
that takes a few minutes. That kind of game 
reminds me of waiting in line for an hour at 
Disney Land fora 5 minute ride. Of course ifyou 
can’t handle a real wargame, then stick with 
Continental Rails or one of those gladiator 
games. 

For more information about Victory!, write 
to: 


Rolling Thunder Games, Inc. 
P.O. Box 1240 
Broomfield, CO 80038-1240 
(303) 466-8600 


GAMELINE 


ADVANCED GAMING ENTERPRISES 


Effective with the April 1995 Monthly Status 
Report and all turns processed thereafter, the 
following changes are in effect for Crack of 
Doom: 

1) We changed the way a Blessed 
Landscape affects foraging. Now you will seea 
much greater effect initially with a more gradual 
decline over time until the effect eventually 
wears off. The affects of a Bless Landscape 
can also be increased in both magnitude and 
duration above and beyond the “typical” prayer 
result (don’t ask how, if you don’t know, we 
can’t tell you — it has to be learned through 
play). In all cases you should see better results 
(or with Kauron’s favorite, Curse Landscape, 
worse results, heh, heh...). 

2) When you end your turn in a sector 
containing a major settlement (Village, Castle or 
City) you will now automatically get areporton 
the city leadership’s Alliance, Religion and 
Deity. Previously this information was always 

easy to get but did require a special action. This 
reflects that the information is known to the local 
populace (city inhabitants, local peasants, etc.) 
and thus is readily available. Areminder—for 
the very same reasons, settlements cannot (and 
never could) hide their banners like an army can. 
This change not only makes such information 
more readily available, butalso helps to lower the 
cost of play by eliminating the need for one 
commonly used action. 

In CTF 2187, after months of intensive 
testing the 70-ton Avenger Battle Bot appears to 
have passed with flying colors! Though some 
Test Pilots expressed minor concerns about 
various aspects of the design, it has been decided 


Za the cod caly the mightiest , most diplomatic, and most conning of Kings will sit ca the. “Uj 


to accept the Avenger in its current configuration 
—no changes will be made at this time. 

With the testing period for the Avenger atan 
end the Bot is now available to one and all —an 
excellent addition to the selection of currently 
available Medium Bots. 

Note: Wearestill seeking Test Pilots for the 
newly available DRAGON (80-tons). Test 
Pilots are expected to submit an evaluation 
reporton their findings. 

Advanced Gaming Enterprises 
PO Box 214949 
Sacramento, CA 95821-0949 


ALTERNATE ENTERTAINMENT INC. 


This month Alternate Entertainment is 
releasing its second PBM game, THREAT. 
THREAT is a game of survival in the far future. 
Players assume control of a slave belonging to 
one of the many Houses vying for power in the 
brutal future. The Houses inhumanely place the 
slaves into games of survival, where only the 
strong and cunning survive. The mortality rate of 
THREAT approaches 80%. New character 
generation is common, but the game is open 
ended. Characters continue to compete in 
competitions until they are eliminated or until 
they have achieved the position of an officer of 
the House. Atthis time, characters will move on 
to compete against other officers. The death 
rate in the advanced game is substantially less, 
but the difficulty comes in getting there. 

The characters begin with skills in many 
areas of survival. The level of skills are arranged 
by the players at generation. Characters 
increase in skill when they eliminate other 
characters, attain objectives and survive each 


game (doubtful). THREAT is a game allowing 
for much input by the players. Each turn players 
may give commands for 12 hour blocks. 
Strategies must be flexible to allow for reaction 
to unforeseen events and alternate plans in the 
event that the original commands are 
interrupted. The characters do not have 
intelligence factors that inhibit their perfor- 
mance, allowing the players to act as the “brain” 
behind the characters. THREAT is perhaps one 
of the few games giving players the opportunity 
to strategize to the limits of their own potential, 
rather than the limits of the character’s 
intelligence. 

Each individual game begins with a 
debriefing of the objectives, the opponents, the 
terrain, the time requirements and game-start 
conditions. Approximately 10 evenly matched 
characters will then be “dumped” on the playing 
field. The scene of the game may be a tropical 
jungle where characters build spears and set 
bungi traps, or it may be a city where the 
technology of the future is available. Each game 
will have 3 ways to survive: attain the primary 
objective, attain the secondary objective, or be 
the last surviving character in the field. Do not 
be disheartened by the high mortality rate. Take 
pleasure in knowing that your favorite character 
has his neck on the line every moment. 

THREAT isagame of fear, action and mood. 
The turn results will consist of extensive text 
outputs that will keep you sweating throughout. 
Never has there been a game you will agonize 
more over from the minute you mail your 
strategy, until the last word of the turn output. 
Because each turn runs on a strict 12 hour 
schedule, it is possible to have cliffhangers 
where characters will be engaged in combat at 


o Setup Normally a $32.00 Valeo 
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the moment the tum ends. Each individual game 
lasts a maximum of 14 turns, depending on the 
character’s skill level and how fast they work. 
How do we know each one will last only a week 
of game time? The slaves all wear collars that 
monitor their performance and gives critical 
information to them. It also contains a small 
thermo-nucleardevice. When thetimeruns out, 
Boom! This means some games could have a 
100% mortality rate. The time limit grows 
shorter as your characters become more skilled. 

Though characters die often, the players gain 
from each game by learning the tricks of the 
trade. Players may run multiple characters, but 
may not have two characters in the same game. 
Games will start continuously as they are 
necessary. 

Eventually, characters can reach officer 
status. The House then recognizes their worth 
and outfits them with the best equipment. Death 
is rare at the officer level due to the incredible 
length the Houses will go to to preserve their 
officers. Officers achieving many victories for 
the House may find themselves as head of the 
House at some point. The head of each house 
may dictate the delegation of power to the slaves 
and lower offices, This scenario is, of course, far 
in the future and difficult to attain. 

Players only need to pay for set-up once, 
They will then receive the rule-manual and 
account with Alternate Entertainment and 
instructions for creating their first character. 
Set-up is $8 and includes one free turn. 
Thereafter, turn charges are $5. 

THREAT is not an easy game and is not for 
those who are easily discouraged. If you like a 
fast paced, sweating bullets, no mercy, no fear 
kind of game, then THREAT is for you. Let the 
faint of heart play “Chutes & Ladders”. 

Can’t Be Scared. 

GUILDS OF HONOR has had amazing 
responses! Thanks to all of you who have 
returned to GOH as well as those of you who are 
new. Players may still play upto four characters 
for free their first tum. Beginning players may 
play their next month at two-for-the-price-of- 
one, Turns are normally $5/character, but you 
can play them for $2.50 under this deal. Of 
course you must play even numbers to get this 
deal. (Example: 3 characters would cost $10, as 
would four). Set-ups cost $7. See our full page 
ad! 

GUILDS OF HONOR is anew game based 
in medieval times. Players assume control of 
young adventurers trying to make their fortune 
amidst the politics and warfare of medieval 
cities. Characters may find or join guilds 
allowing them to compete with other guilds for 
the coveted position of the most Prestigious 
guild. Unlike many melee combat systems, 
GOH has a group combat format allowing many 
characters to battle all-on-all or in teams on the 

same battle field. Most fantasy games on the 
market today are in advanced stages where it is 
impossible to ever be a player ofnote. GUILDS 
OF HONOR, being new, allows you to find your 
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niche among the great players now! Send for 
set-up now and you can begin play within the first 
10turns. There isa possibility youmay even get 
into anew city. Please request being in anew 
city if you would prefer to start in a fresh 
environment. 
Alternate Entertainment Inc. 
210 West Superior Street, Suite A 
Duluth, MN 55802 
(218) 723-8705 
altent@uslink.net 


CHOZEN FROZEN GAMES 


Well, it’s good news/bad news time. We 
finally finished our Computer Assistance to 
Magika Play (CAMP) program a month ago. 
However, after much evaluation and chagrin, it 
just didn’t make the grade! We didn’t want to 
have another typical useless Version 0 program, 
so instead of giving out something we weren’t 
comfortable with, we have scrapped it and 
salvaged what program code we could. The 
rebuild time is hard to forecast at this time as it 
now conflicts with other things. Namely the 
initial stages of our local Barony playtest! It 
seems to be working out and catching many of 
those unforseen game mechanic problems. So 
until next time, Adieu! 

ChoZen FroZen Games 
850 Shawn Drive 
Kingston, NS BOP 1R0 
CANADA 
Tel# (902) 765-4466 
Fax/BBS (902) 765-0513 
Email: c.knapp@genie.geis.com 


CLAEMOR ENTERTAINMENT, INC. 
(Formerly Peregrine Games-By-Mail) 


ClaemorEntertainment, Inc. wasunveiled in 
May of 1995 to create a new identity for Per- 
egrine Games-By-Mail after the significant and 
exciting changes that have occurred in the past 
several months. 

Our first game, The Fantasy Arena is cur- 
rently undergoing acomplete overhaul. Weare 
polishing and enhancing the computer combat 
engine with the help of PBM veteran Jim Jarvis 
to ensure the most realistic combat simulator to 
date. The game will still maintain that “short 
story” feel, but weare incorporating several key 
realism factors to hone our computer artificial 
intelligence and allow themachinesto do more of 
the story work that once required many humans. 
Look for The Fantasy Arena to again open its 
gates for combat in the Fall of 1995. 

In other exciting news, we have entered into 
an agreement with Thunder Castle Games of St. 
Louis, Missouri, to createa PBM based upon the 
popular Highlander television show and movies. 
This game will be developed in conjunction with 
the Highlander paper-rules RPG and collectible 
card game currently in development at Thunder 
Castle. The first module of Highlander: The 
Play-By-Mailis set inmodern San Francisco and 


is scheduled for release in October, 1996. Play- 
ers control the actions of an immortal warrior 
who must fight amongst his/her own kind until 
only oneremains. Highlander: The Play-By-Mail 
is adetailed strategy game of cat and mouse that 
incorporates the best play-by-mails can offer: 
detailed scenarios, large territory maps, hun- 
dreds of available movement variations, espio- 
nage, intrigue, relationships, alliances, and of 
course, conflict and combat. As the games 
progress, further modules will be added to en- 
compass eras throughout history in which the 
immortal warriors can do battle. Sharpen your 
swords and your skills, and remember... There 
can be only one! 

Claemor Entertainmenthas also recently set 
up acompany supportarea on America On-Line 
inthe PBM gamesection where we will begiving 
constant updates to the status of these projects, 
We welcome your input and participation. 


Claemor Entertainment, Inc. 
P.O. Box 457 
San Ramon, CA 94583 
E-Mail: claemor@aol.com 


THE COCONUT COUNCIL INC. 


Two major events at the Coconut Council... 
First: The Coconut Council has moved! Our 
new address/phone/e-mail/etc.is below. 
Secondly: Effective immediately, Llucky 
Llama has taken over all Adventurer Kings 
games. All questions regarding Adventurer 
Kings should be directed to them. The Coconut 
Council will continue to run Darkness of 
Silverfall, Dino Wars, and Thunder at Sea 
games. 
The Coconut Council, Inc. 
6509 Eliot View Road 
St. Louis Park, MN 55426 
612-797-5852 
CompuServe: 75463, 2031 


DAURADA GAMES 


Here are some comments about Chari- 
oteers from the player survey sent out. 

“Never thought I'd say this, but the results 
are almost a little too lengthy. Over alla good 
game that offers something not seen 
elsewhere.” 

“Great “Beer+Pretzels’ type for when 
you are burned out from the “monster” 
games.” 

“I like the turn results, but there's almost 
too much.” 

O: Would you recommend CHARI- 
OTEERS to a friend? “Yes, and hundreds of 
complete strangers.” 

“Your service in my experience of 25 
years of PBM gaming is among the best 
around — Reminds me of the ‘Fanzine’ games 
of the 70's when the GM was a hobby 
enthusiast himself and put business second 
and the game first.” ** 


** A note from GM: And that is the way it 
should be, the GM should run the game for the 
enjoyment of running the game, not to make a 
buck! 

Charioteers Version 2.0 has completed its 
second cycle in the fast track (14 day turn around) 
and made its first run in the slow (28 day turn 
around) track. The results are actually better 
than I had expected. The program ran smoothly 
and didn’t crash in mid stream, and other than a 
couple of misspellings (which I have corrected), 
my forgetting to activate the new “Oddsmaker’s 
Guild prediction of who will win the race” sub 
routine on its first official run. I did go in and pull 
a couple of quirky statements from the 
statements database as they were great for when 
Iran tests to see what was going on, but for actual 

play they distracted from the races’ narration and 
will never be seen again (hold on to those races 
folks, they may become valuable collectors items 
<grin>). I am amazed at how well the 
Oddsmakers can predict the winner of the race 
about 55 percent ofthe time, 35% of the time their 
choice to come in second comes in Ist, and the 
remaining 10% ofthe time they completely blow 
it. Something I can’t doand I enter the turn sheets 
and wrote the program. 

Now for some other news. I am in the 
formulation stages of anew game, which I have 
a couple of titles floating around in my head. 
Unlike the aborted Grail Knights, this one I am not 
going to “hire out” and will be tackling it on my 
own atapace in which I am comfortable. It will 
take a while since I intend to have this game to 
include the best possible graphics I can produce 
and hopefully do things right the first time with 
minimal rework. 
Remember your first set-up and rules for 
Charioteers are free. 
Daurada Games 
PO BOX 3223 
Beverly, MA 01915 
CompuServe: 76511,1156 


DELTAX GAMING 


STAR QUEST continues to evolve, the folks 
at POST-IT Games have added additional 
twists and turns to our most popular game. It will 
challenge our existing players and garner new 
fans. Time frame for the new game (dubbed Star 
Quest 3) will be a fall start-up date. The rules are 
being editted now and we will have them ready by 
late summer. We are taking start-ups now for 
any interested players. The start-up package 
includes maps, help disk, rulebook, player notes 
and 5 turns for $25. 

STAR QUEST 1 will wrap up in a few more 
turns. The final two combatants, Jon Ferdinand 
and Scott Jones are battling for ultimate victory. 
As of turn 55, there’s only about 2000 points 
between our combatants and victory. 

STAR QUEST 2 is in the midst of all out war 
and expect the battles to continue for at least 
another year. At this point, anyone could come up 
awinner. 


STAR QUEST 3 is nearing the halfway mark 
and things are starting to heat up alittle. As we 
have about 2 more years to go, there are stand- 
bys available. Weare offering standby players 8 
turns at $5.00 with a total of 200 orders per turn 
and then the regular pricing kicks in at .05 an order 
over 40 orders with a maximum of 200 orders. 

STAR QUEST 4 has gotten off to a good start, 
butthere are still positions available if you wantin 
on the action. Delayed start positions are 
adjusted to compensate players and give them a 
shot at winning. Also taking on a stand-by 
position is an excellent way to learn the mules so 
you can shootto victory inthe next game. Weare 
offering stand-bys to Paper Mayhem readers 
for $5 a turn for the first 6 turns and then the 
regular pricing kickin. 

SNEAK PEEK — We now have an E-Mail 
edition of STAR QUEST that we will be testing 
shortly. Inaddition to allowing players direct input 
of their orders and receipt of their results, 
it also encompasses the Star Quest helper. 

BLOOD GORE & GUTS ACROSS THE 
GALAXY was featured at PBMCON in Chicago 
June2-4. Wehope to be able to get enough start- 
ups to begin anew game this summer. 

BGG I — War has broken out all over anda 
victor will emerge soon. 

BGG 2— Wejust completed our fourth turn 
and things are moving along nicely. We do have 
a few standby positions available and will offer 
them to Paper Mayhem readers for $4 a turn for 
the first 5 turns. Then the price is $5 a turn. 

DELTAX GAMING generally operated on 
a3-week turn around for most of our games. This 
gives everyone an opportunity to plan and 
converse with other players. We are happy to 
answer any questions and can be reached in a 
variety of ways: by phone (3 14)227-8509 CST or 
fax (3 14)227-2130, both are available 24 hours a 
day, through Compuserve at 72260,745 and by 
mail. 

We offer incentive credit to any player who 
recruits a player to any of our games. Both 
recruiter & recruitee receive $5 game credit as 
long as the new player mentions the recruiter’s 
name. We also offer 10% game credit to any 
player who pays by check in increments of $50 or 
more and we take Mastercard and Visa and give 
5% game credit to any player who charges $50 or 
more, 

Deltax Gaming 
548 Great Hill Drive 
Ballwin, MO 63021-6260 
(314) 227-8509 CDT 


ENTERTAINMENT PLUS MORE, INC. 


ATTENTION DUELMASTERS™ PLAY- 
ERS! 


You are invited to a taste test of sorts. Here 
are your choices: 

1) Mail us the front cover of a Duelmasters 
rulebook along with your name and address and 
we'll send you a free Adventurers Guild 
rulebook (normally $3.50). Read through the AG 


rules at your leisure (they are over 50- 8.5 by 11 
inch pages) and then decide if you would like totry 
a tum of AG for $9.75 minus the $5.00 Paper 
Mayhem referral credit, which means only $4.75 
for seven or eight combats. 

2) Mail us a check or money order for $3.50 
and we’llsend you arulebook. Then after looking 
it over you can send in your adventurer creation 
sheet along with the front cover of a Duelmasters 
rulebook and play your first turn for free! The 
rulebook cover will give you $4.75 credit and the 
Paper Mayhem referral credit will give you 
another $5.00. 

Give AGatry today, because this offer won’t 
last forever. Sorry, but for now this taste test 
offer is only available to U.S. and Canadian 
residents. And ifyou’re presently playing AG you 
too can send in the front cover of a Duelmasters 
rulebook for this one-time $4.75 credit. 
Duelmasters is a trademark of Reality 
Simulations, Inc. 

Some other happenings here...the results 
from the latest player survey should be in by the 
time this reaches you and we'll soon know 
exactly in what way(s) the players want the game 
to expand. More roleplaying and world-shaping 
opportunities forthe characters? Or maybe more 
challenging and potentially rewarding quests and 
adventuring sites for new adventurers and the 
veterans. More races, weapons and skills to 
choose from? Quite likely all those wishes and 
much more will come out and we’ ll definitely be 
working on them. 

If you are just curious about AG an 
introductory brochure is available; just send us a 
note or give us acall and you'll receive it shortly. 
As a special offer to the readers of Paper 
Mayhem, you can write “referred by Paper 
Mayhem” on your first Adventurer Creation 
Sheet, which will give you a $5 credit to your 
account. Please note this takes the place of being 
referred by another person and that the credit 
more than pays for the rulebook. 

Why not send forarulebook ($3.50, over 50 
pages, with illustrations) or informational 
brochure today? If overseas, please add $3.00 
forthe rulebook. Also be sure to see our section 
in the PBM Activity corner to get a glimpse into 
the recent happenings within the guild halls, 


Entertainment Plus More, Inc. 
P.O. Box 2578 
Appleton, WI 54913-2578. . 
Phone: (414) 749-9597 
Fax: (414) 749-2721 
E-mail: HughBayer@aol.com 


FANTASY WORKSHOP 


The playtest of our second game, Ore Ba ‘ui. 
has been completed. Orc Ba'al isa PBEM onh 
game similar to football which is played in the 
Dark Realms. The players in Ore Ba ‘al we 
Dwarves, Elves, Goblins, Halflings, Hur 
Ores, and Trolls. Although the goals are sin 
to football (i.e. score touchdowns), the 
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very different. Each turn players receive a map 
of the playing field. They can move all of their 
players and perform various actions. With 
options such as casting spells and throwing 
players, the game is very different from football. 
This makes it play like a tactical fantasy game, 
instead of a PBM sports game. 

Because the game is unique in the PBM field, 
we are offering FREE, TRIAL GAMES. Fora 
limited time, all new players will be allowed to 
play an entire game for free. These trial games 
will allow the player to decide whether he enjoys 
the game without spending any money. Players 
who wish to continue after the trial game will join 
aleague. The trial games also allow players to 
understand the game before selecting their 
teams and playing competitively. A limited 
number of trial games will be run at a time so 
players may have to wait for their trial game to 
start. To receive a free copy of the rules and 
request your free, trial game, send E-Mail to 
fantasy workshop at one of the E-Mail addresses 
below. There is a limit of one trial game per 
person. 

In addition to all of the excitement within the 
Orc Ba'al games, there’s alot going on outside 
of the games. Training camps are held to 
improve players. There is also a draft where 
coaches must analyze new talent and try to 

select the best players to improve their team. 
Players can bet on other games through the 
Goblin Gambling Guild. One of the most unique 
and exciting aspects of the game is that players 
are allowed to change the rules within their 
league. Owners’ meetings allow players to 
propose and discuss rules changes via E-Mail. 
Any proposal that gets a majority vote of the 
owners will be passed and implemented within 
that league. 

CENTURION 

Don’t think we’ve forgotten about Centu- 

rion, just because we’ve go a new game. 
Centurion has been the top tactical wargame in 
Paper Mayhem's rating over the past several 
months. We plan to add several improvements in 
the upcoming months to make it even better. 
Here’s just a few of the things we have planned. 

INTRODUCTORY GAME: We are 
offering a special five turn introductory game for 
new players. New players can receive the rules, 
setup, and acomplete five turn game for only $20 
(normally $30). 

NEW EQUIPMENT: We have a handful 
of new equipment that will be available for 
customized vehicles in that we are ready to start 
testing. Players who have earned a victory, 
referred a player, or submitted an article to our 
newsletter will get to use the equipment first. 
After it has been tested, it will be available to all 
Centurion players. 

CENTURION MASTERS GAME: All 
players with individual victories have been 
invited to participate in a masters game to 
determine the best Centurion player. The 
winner of the masters game will get to play his 
entire next game free. 
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SUPER CENTURION: The first Super 
Centurion game is underway. Super 
Centurion features six Centuries on each side 
and is played on two maps. Additional Super 
Centurion games with differing scenarios will 
be offered in the near future, 

US VS UK CHALLENGE MATCHES: 
The first US vs UK challenge game is now 
underway. Brian Sharwood, Bill Russ, Charles 
Hansbrough, and Glen Mayfield will be 
representing the US. As long as there are no 
major problems with logistics, we will be offering 
more US vs UK games in the future. 

INTERNET MAILING LIST: An 
Internet mailing list has been established for the 
discussion of Centurion. If you'd like to 
subscribe send E-Mail to listserv@netcom.com. 
In the body of the message, write: subscribe 
centurion- 

Ifyou have any problems, contact me at my 
E-Mail address given below. 

Fantasy Workshop 
P.O. Box 293151 
Lewisville, TX 75029-3151 
Phone: (214) 315-2826 
Fax: (214) 315-2682 
Internet: fntwkshp@netcom.com 
CompuServe: 75120,2231 


FRACTAL DIMENSIONS 


Here we are in the midst of summer. One 
thing you can say about Fractal Dimensions is 
that we never sleep. The design staff is taking 
advantage of the long days and short nights to 
brew up another winner ofa PBM game. With all 
our beginning creations, we try to keepa tight lid 
on the research and development facilities. Yep, 
you can’t get passed oursecurity guards without 
one of those flashy FD badges. But since it is 
after hours, we should be able to take a trip over 
to the Layout Department and take a quick peek 
at the drafting table. I think we might be able to 
get a few ideas on what the design staff are up 
to. Hmmm.. Looks like our next design might 
possibly use FD’s hexmap technology... I see the 
word “open-ended” scribbled across a napkin 
over near a coffee cup. Ah... looks like K. 
Seymour has some concrete rules onmovement 
and flight still displayed on the computer screen.. 
Combat notes from B. Carpenter seem to be 
scattered all over the floor. And, what are these 
archaic symbols the Redick has drawn and 
pasted to the wall? Oops, let’s get out of here 
before the guards show. Pretty interesting, to say 
the least. 

Since we’re back at the main offices, let’s 
look at the FD Convention Schedule and see 
what’s up in the next few months. Three of the 
Fractal Dimensions’ staff are going down to 
Baltimore for ORIGINS in July. I guess this isa 
sight-seeing adventure, not a dealer’s trip. 
Maybe I should take a little R&R, also, this 
summer. Don and Kathy will be appearing at 
CanGames in Ottawa, Canada the first week of 
August. Now I know that is a Dealer’s trip. 


Expect to see rulebooks on sale as well as the 
current issue of FD’s Fractal Spectrum. That’s 
seems about it for summer conventions, Let’s 
head over to publishing and see how the 
magazine is doing... 

The Summer issue of the Fractal Spectrum 
is now out and shipping. Issue #8 includes an 
enlarged Gaming Industry News section as well 
as the return of our very own Digital Sorcerer 
with an article on Uncertain Reasoning in Al. 
Our roleplaying section features Merrkins - a 
new fantasy race for GURPS and a special piece 
on a Medieval Magic System. For those 
boardgamers out there, Spectrum #8 hosts a 
treatise on TITAN battle statistics. You canalso 
expect the usual assortment of great gaming 
columns and the best book reviews. Do yourself 
abig favor, write a check for $7.00 and subscribe 
to four issues ofa ‘zine that you won’t want to put 
downuntil your finished, If that is too steep, then 
send $1.75 for the current issue and give yourself 
a treat. You'll be glad you did. Canadian 
subscriptions are $9.00 US ($2.25 single). 
Foreign subscriptions are $10.00 US ($3.00 
single). 

Fractal Dimensions is now a general 
member of the Small Gaming Press Associa- 
tion (SGPA). This affiliation allows us to expand 
the readership of the Spectrum and to promote 
our games and services into different areas of 
the gaming field. As publishers, we believe this is 
another giant step forward. Expansion is the 
name of the game to keep Fractal Dimensions 
alive and viable. We plan to be here today, 
tomorrow, and well into the future providing the 
gaming community with great moderation, good 
gaming products, and friendly service. Youcan 
counton us! 

Time to take the grand tour through the 
Fractal Dimensions product line-up. First up is 
Toadal Chaos - The Frog Wars. TC-TFW is 
a PBM game that simulates the primitive 
warfare of amphibian settlements on the distant 
post-holocaustic planet, Reptilia. Mutated frogs, 
newts, and toads, which congregate to form 
tribal societies, follow the path of man by 
engaging in small scale warfare. The warring 
clans survive by partaking in open fights for 
territory and raids on rival villages. Make no 
mistake! This isn’t one of those sissy games with 
hidden rules and a one strategy beats all type of 
tactics, There is no micro-management of 
resources that will milk you turn after turn just to 
get you into the fray of battle, This game is about 
engagement, conflict, and war. Toadal Chaosis 
a fantasy wargame played on a customary 
hexmap. It was created in the tradition of classic 

boardgames. Each and every turn, players will 
receivea laser-printed graphical map of the land 
with all the information that is needed for play. 
TC-TFW rulebooks are $3.50 plus $1.50 for 
shipping and handling, New York residents 
should also include 8% sales tax. Turns havea 
fixed rate of $3.50 with play set every two 
weeks. Options are open for other type of 
frequencies. 


a 


If Toadal Chaos doesn’t suite your fancy, 
try A Duel of A Different Color. DUEL is the 
game that defined the fantasy dueling category. 
It is the winner of the 1993 AndCon Best PBM 
Event Award, White Wolf’s Best PBM Game of 
1993, and nominated for Best PBM Game at 
ORIGINS ’93. The setting is the campus of 
Catadu University. The object is to train your 
students in the use of magic. How do you know 
your students are learning? By having them face 
opponents in a duel where spells and sparks fly. 
The duel is one-on-one, which is why DUEL is 
often grouped with those bloody arena games. 

However, our game is not ahack and slash fest. 
DUEL is a fantasy roleplaying game. The turn 
results read as short stories. If you want to 
roleplay, then you should check DUEL out. 
We’ll save you a seat at Dunbar’s. 
Sourcebooks for A Duel of A Different 
Color are still $5.00. DUEL setups, which 
includes a sourcebook, two turns and the current 
copy of the Fractal Spectrum are $13.00. Any 
order for a rulebook or a start-up should include 
an additional $2.00 for shipping and handling, 
New York residents should also add 8% sales 
tax. DUEL’s turn fee is a fixed rate of $5.00 for 
playing 5 characters. Play is run twice amonth. 
For more information concerning the award- 
winning A Duel of A Different Color, Toadal 
Chaos - The Frog Wars, or the Fractal 
Spectrum, send an 32 cent SASE to our address 
below, e-mail us via the Internet, or just call us. 
Make sure you state that you saw us in Paper 
Mayhem, it will be appreciated. 
So much for the backdoor excursion through 
the facilities of Fractal Dimensions. I guess I'll 
say ‘later until the next time we meet in the 
hallowed pages of Paper Mayhem 's Gameline. 
Until then, keep those orders for rulebooks and 
FS subscriptions coming. Good gaming and 
thanks for your support! 
Fractal Dimensions 
17-29 Main Street, Suite 316 
Cortland, NY 13045 
Internet: fractal@fractal.cit.cornell.edu 
FD ChaosNet BBS: (607) 753-6579 
Voice Phone: (607) 753-9246 


LLUCKY LLAMA GAMES 


Big events are occurring at Llucky Llama 
Games. We have acquired the licenses to run 
three truly excellent games: Adventurer Kings, 
Krahlizek and Phoenix. Adventurer Kings 
and Krahlizek can be played by either E-mail or 
postal mail while our Phoenix license is 
specifically for postal mail. Gamer’s Den will 
be continuing to offer their top-notch service to 
electronic Phoenix players. 

We also have some changes underway for 
You Rule! The anniversary special playtest 
game is going on right now. Ten experienced 
You Rule! players are trying out some new rules 
that promise to make the game easier and more 
exciting to play. Weare also working on anew 
map, and soon we will be offering You Rule 


More!, with a double-sized map and room for 
twice as many players. 

Now that we have more games and more 
customers, we’ve setup aseparate phone line for 
our fax machine. Our new fax number is (415) 


712-0284. Our phone number continues to be 
(415) 712-0283. 


Adventurer Kings 

Weare very pleased to be able to offer Dave 
Snell’s classic game of exploration, adventure 
and empire building in a fantasy world. 
Adventurer Kings has long been one of the most 
acclaimed fantasy play-by-mail games on the 
market. Every turn includes a beautiful color 
map of the world as you see it. If you have a 
computer you may wish to use SAGA, the 
outstanding graphical turn entry and order 
checking program. 


Krahlizek 


Krahlizek is a closed-ended game of 
abstract warfare. The straightforward basic 
rules are enhanced by the choice of strategic 
“innovations” every tum. Will you pick “Tanks” 
to directly increase your military strength or 
“Coinage” to allow increased taxation of your 
citizens? An updated color map of the world 
comes with every turn. 


Phoenix 
Phoenix is the elegant strategic space 

conquest game from Gamer’s Den. If you’ve 
found the Phoenix reviews intriguing, but you 
don’t have access to electronic mail, you’re in 
luck! A special turn forecast and error checking 
procedure lets you catch errors before they 
happen. 

Llucky Llama Games 

80-Q North Cabrillo Highway 
Box 226 
Half Moon Bay, CA 94019-1667 
Phone (415) 712-0283 
Fax (415) 712-0284 


MARGUERITE DIAS 


Our little Play-By-Mail company continues 
to grow, grow, grow. 

Courtesy of the ever willing readership of 
Paper Mayhem, we have seen a continuous 
stream of tremendous new players in our various 
games. And, we thoughtit only fitting and proper 
that we give credit where credit is 


due...namely...Paper Mayhem! Thanks to the 
ever-constant efforts of David and Elaine 
Webber, we know we always have a forum in 
which to discuss our many projects and themes; 
and this means a great deal to us, since it’s rare 
to find individuals dedicated to a magazine’s 
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- many different ship and ground unit 
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Discover the pom game sweeping the nation! 


LORDS OF DESTINY, 


the game of galactic empire building, 
legendary beings, and cataclysmic battles! 


Best New PBM Game 


- hundreds of named characters with abilities such as 1 
exploring, spying, researching, governing, diplomacy, psionics, leading combat units, 
e a es; economic and military tech levels 
- planetary defense shields composed of individual ground units on every planet 
- ancient alien artifacts with mysterious special powers known only to the owner 
- special locations to utilize and explore such as black holes, secret societies, 
training academies, worm holes, and the fabled seven wonders of the galaxy! } 
- neutral empires ranging from primitive cave men to advanced elder races; possessing | 
their own forces, characters, and artifacts. Do you use diplomacy or firepower? 


FREE RULES VIA INTERNET! 


Send your request to lod@infostructure.com, our new address 
Turns are only $4.50, no "double" turns, extra, or hidden fees ever! 
Games last about 27 turns; with 14 or 21 Ske Special varients also. 


- A detailed combat system with free battle reports; galactic maps included with every 
turn: and customized order sheets. Population, factories, industrial complexes, crew 
types, plundering, alliances, power plays, long-range scanners, multi-class characters... 


SPECIAL PAPER MAYHEM OFFER 


Rules, setup, and two turns 
all for only $9.95! Be sure 
to mention Paper Mayhem for this. 


Maelstrom Games; PO Box B; Welch Post Office; Ames, IA 500¢4 
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livelihood as the Webbers (and we shudder to 
imagine the long hours they must put in typing, 
assembling and arranging the many facets of a 
fine magazine). Again, thank you David and 
Elaine for giving us the opportunity to be here in 
print as often or as seldom as we wish...it’s a 
wonderful feeling! 

We’ll move on to an update on what’s 
happening within our tiny enhanced portion of the 
Play-By-Mail world, but first a reminder; our 
PBM games don’t attempt to beall things to all 
people. We design games fora mature audience 
and with this in mind, we insist on a written, 
signed statement from each new player attesting 
to the fact that he or she is 18 years of age or 
older. Without this statement on file, we won’t 
permit an individual to participate in any of our 
games. We’lladmit that we’re probably limiting 
the market for our PBM games, but we have to 
remain true to the spirit of our postal games. 

Having said all this. Let’s go on to the latest 
and greatest news (grin). 

Kavernes, our PBM game of solo adventure 

of exploration, intrigue and the bizarre, continues 
to excel, and its lofty Paper Mayhem 1995 
rankings supports our belief that we have a 
winner here in this economical little game. New 
players take on the roles of characters cautiously 
searching for riches beyond compare in a 
subterranean labyrinth known as the Kavernes. 
There’s a little in Kavernes to satisfy everyone 
— danger, wealth and knowledge. And the best 
part of Kavernes...it’s price! For an inexpensive 
$6.00 anyone can join Kavernes. That’s right! 
You only need commit $6.00 to get rules, setup 
and two turns; thereafter, Kavernes cost only 
$1.50 for a three-Action turn of $3.00 fora six- 
Action double turn. We cannot imagine there’s 
a better deal in PBM, but if there is...go try the 
competition first and then compare their efforts 
to our own...we think we know who you'll 
prefer(wink, wink). 

Again, do not be deceived, our low-cost 
postal game isnot “cheap” in terms of quality — 
we'd never permit that! Kavernes is a game 
composed of laser printed turnsheets, high 
resolution graphics, exquisite prose, unparalleled 
plot twists, full-blown imagination and a fifteen- 
day turn cycle. We seriously doubt that anyone 
will be disappointed by their Kavernes 
turns,,.certainly not for the small price being paid 
for such participation. 

Try Kavernes. 
..really(smile)! 

Now onto New Dawn...our fantasy 
roleplaying game, New Dawn. Envision an 
alternate world with an enormous island called 
Extraordinaire...and on this exotic expanse lies 
an intriguing mix of people, places and events. A 
player character might encounter such intriguing 

races as the Amazon, Dwarf or Elf. The 
professions, all which can be learned by a player 
character, offer such esoteric skills as 
Alchemist, Archaeologist and Assassin. Reli- 
gions too need to be mentioned, since a player 
character might learn of faiths such as Aero, 


You’ll be surprised 
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Damned and Earth. 
Unbelievably. We’ve only scratched the 


surface of the game! The depth of New Dawn 
amazes and astounds most newcomers. It 
wouldn’t be inconceivable for a person to start 
three different positions within Extraordinaire 
and never run the risk of repeating themselves. 
Boredom or tedium is an absolute impossibility 
within New Dawn...and that’s the way we like it 
(grin)! Extraordinaire is a wondrous realm of 
mysteries, or magic and violence, of the 
unknown; almost nothing is impossible, almost 
nothing is forbidden...for those who venture 
forth! 

Joining New Dawn is quite simple. For 
$15.00 you obtain our 130 page rulebook; the 
price, admittedly, may seem steep, but we 
provide newcomers with a massive tome of 
information, a compilation of background 
material, documentation and illustrations pre- 
sented in a format unlike anything else on the 
Play-By-Mail scene. In contrast to the rules, a 
setup is a more pleasing $7.50, for which an 
additional configuration package is furnished, 
enabling anewcomer to generate a starting party 
ofup to four members; and the resultant opening 
scenario—returned to players, upon completion 
of the setup material with detailed trait sheets, 
inventories, maps and initial narrative — has 
typically shocked, awedand thrilled those jaded 
PBMers who thought they had seen it all in terms 
of PBM fantasy roleplaying. When finally 
underway, tums for New Dawn, depending upon 
the length and complexity, will usually run the 
gamut from $2.50 to $5.50. 

Involvement in New Dawn for many players 
is intense, with the careful management of an 
alter ego (or alter egos), experiencing a 
marvelous life in an ornately constructed game. 
Each turn is accented by crisp, laser printed 
forms, vivid graphic maps, elegant prose and 
occasional high quality illustrations. In New 
Dawn a participant will discover creative 
plotlines in existence nowhere else on the Play- 
By-Mail scene...or perhaps even in fantasy 
literature asa whole. Butifyou have your doubts 

— then we encourage you to be cautious and 
simply order the New Dawnrulebook. We know 
you'll be impressed by what you see; upon 
reviewing the rules— second to none in terms of 
scope, thoroughness and innovation — most 
people return for the pleasure of beginning one 
(or more!) positions; in fact, for many novices, 
half the fun of entering New Dawn lies in the 
arrival of the setup package, whereupon aplayer 
must painstakingly agonize over which race to 
adopt, which professions to assume and which 
professions to augment their character(s)...some 
people can spend weeks (?!) tweaking various 
game options in the search for the ultimate 
adventuring position. 

Lastly, we come to Cyberfringe — our 
unique “sleeper” game of the cyberpunk genre. 
At the beginning of 1995 the game went on hiatus 
for anumber of months in order to perform some 
“retooling”; we aren’t ashamed to admit that 


the initial version of the game just was not what 
we had anticipated. The modifications have 
since been completed and Cyberfringe is back 
in our moderation cycle with a fresh, innovative 
format. Essentially, we’ve layered the game, 
added a fascinating new graphic face to the 
structure and thrust the beginning player directly 
into the Earth Cybernetic Network (affection- 
ately referred to as the “Net’), where players 
can maneuver immediately in that silicon 
maelstrom. 

For those unfamiliar with Cyberfringe, we'll 
offer a brief summation...the future is dark with 
technology dominating human society. The year 
is 2054. Nations are a concept of the past, 
supplanted by megacorporations that control 
everything...except the Net where the dissidents 
— the cyberfringe— exist, lying just beyond the 
monopolistic grasp of the Suits. 

Each new player assumes the role of a 
character, given a HAL 4500 terminal network 
from which to operate within the Earth 
Cybernetic Network with whatever devious 
purposes in mind. Naturally, the Suits of the 
megacorps are unhappy — so unhappy that 
they’d immediately terminate you with extreme 
prejudice...ifthey could locate your anarchistic 
self. And so the conflict rages—the cyberfringe 
and the megacorporations each attempting to 
establish full control of the Net. 

To become a part of the high-tech 
Cyberfringe world, you need only to sign up. 
The rules for Cyberfringe are $1.50. A setup is 
$1.50. A tum is $2.00 and a double tum is $4.00. 
Be part of the Cyberfringe. Jack in and zone 
out! 2054 is now and paradise is found in the 
digital links of networks that know no limits. 

To commence play in Kavernes, New Dawn 
or Cyberfringe, simply send us a check (made 
payable to Marguerite Dias), along with asigned 
statement indicating you are 18 years or older. 
Once you indulge in our mature-minded postal 
games, Play-By-Mail will never seem the same 
again. Be part of the excitement...for, courtesy 
if Marguerite and her team of moderators, the 
best is yet to come! 

Marguerite Dias 
1650 Sequoia Avenue 
Tracy, CA 95376 


MIDNIGHT GAMES 


Midnight Games is pleased to report the 
evolution of Legends to a new software which 
hasallowed major advances in design as well as 
the preparation and processing of turns. 
Midnight Games has produced a Legends 
Turn Editor (LTE), which will allow players to 
prepare their turns and view them all by E-mail 
with considerable cost savings for the players. 
There has been an expansion of the order 
possibilities and a major effort at reducing the 
administrative side of order preparation so as to 
allow players greater flexibility and more time to 
concentrate on the deviousness of their game 
roles. Therules have been clarified and updated 
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with Update-95 covering the expanded 
possibilities in order codes as well as answering 
many of the questions of the last year on basic 
rules. 


As part ofthe new software engine’s release 
an additional set of about 100 spells has been 
added to the previous 300 Standard Arcana for 
the magic users/priests of the worlds. The 
combinations of Priest/Mage and numerous 
other design features are now available for 
future games on a game by game basis. Printout 
and download files have been streamlined and 
enhanced with additional information. 

Midnight Games has prepared a new 
version ofits ever popular module: North Island 
Campaign, which takes advantage of some of 
the new design features and allows a greater role 
playing aspect to the character based position. 
Fighting monsters has now been taken outofthe 
realm of the foot soldier and left in the able and 
eager arms of the hero. 

The newest module: Dark Domain has been 
expanded and continues to attract many new 
players to the multi-player worlds. It will also 
provide the basis for the First International 
Tournament game with four teams: North 
American, Dutch-Belgium, UK/Scandinavia- 
Australian and the Austrian-Germans. The 
game will be played over the Internet with the 

new Legends Turn Editor. 

Midnight Games, which has also added 
Master Card/Visa to American Express as 
convenient methods of billings, welcomes all to 
check out the Legends Turn Editor off of their 
BBS (503-587-8537) and on other major 
connections in your area. 

Midnight Games 
P.O. Box 280 
Medford, OR 97501-0019 


NORMAN CONQUEST GAMES 


The CAPTAIN'S WAR playtest is under- 
way. Even though only a few turns have been 
played, I’ve been able to make some significant 
improvements. The players have been very 
helpful in spotting points of difficulty. Ships’ fuel 
use has been revamped. Buy and Sell orders 
have been changed to cut down on bad order 
results. And navigation errors during movement 
have been replaced with a much better method 
that involves fuel cost. I’ve also purchased a 
new Cannon bubble Jet printer to do the turns on, 
which has greatly improved the quality of the 
printouts. My new P.O. Box should speed up the 
game’s turn around. 

I’ve been gathering errata, changes and 
additions for the rule book. The hints section of 
the rules, which was left off the first draft, will 
include such useful subjects on fuel manage- 
ment, distance calculations, market saturation 
and an example of how to plan outa turn. The 
entire rule book will then be formatted for quality 
print. I expect to have it ready before July. 

I will begin accepting set-ups for 
CAPTAIN'S WAR in July and if the playtest 


continues to go well, expect to start the first 
games in late August or September. Rules, 
setups and first two turns are free. Additional 
turns start at $3.00. Two versions of 
CAPTAIN'S WAR will be available. 

The close ended version should be ready 
first. It features 100 colonies and throws 15 
players into a struggle for control of those 
colonies. There are five nations. Players may 
join any one of thenations. The game continues 
until only one of the nations controls all of the 
colonies. The top player of the winning nation is 
declared the game winner and other players are 
rated accordingly. 

Open ended CAPTAIN'S WAR portends to 
be much more sedate. There will be 500 colonies 
and up to 75 players competing for access to the 
markets that represent profits. New players 
added to an existing game will benefit from 
handicapping that prevents them from being too 
easily eliminated by established players, but with 
500 markets at which to buy and sell, there should 
be plenty foreveryone. That doesn’t mean there 
won’t be lots of room for combat. 

Ifyou think you might be interested in either 
version of CAPTAIN'S WAR, don’t hesitate to 
write for more information. 

Jason Lee Poultney 
Norman Conquest Games 


P.O. Box 1064 
Gardner, MA 01440 


c/o Chris Knapp 
850 Shawn Drive 
Kingston, NS. 

Canada BOP 1iRO 
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MAGIA 


The Grand Wizard was getting old, very old! To run the worlds 
most prestigious magic school, takes it's toll. Yet. the burden of 
screening the never-ending line of potential apprentices was a 
task that just couldn't be delegated. So with a display of Arcane 
arts -unparalleled since the days of the Ore Wars- he molded 
the six threads of power to create a special place, the Arena of 
Magika! Each Moonfeast. an Ebon Mage shall take the 12 new 
hopefuls out to compete for a chance to fulfull their life long 
dream, the chance to finally become a MAGIKA MAGE} 


So you want to be a 


MAGICIAN? 


MAGIKA is a close-ended, tactical, fantasy. RPG 
game designed solely for magic-users}! It is a short | 
duration, (12-18 turns) low-cost. entry level game, | 
on your way to becoming Grand WizardllIt allows | 
for diplomactic, team and solo actions through-out | 
the quest. Games run on 2/3 week turnarounds and 
ChoZen FroZen Games\ you receive laser quality reports, with Full-Color 
map updates every tum! Our short plain text turn 
sheet makes orders a breeze. Write or call for our 
special or more info. Come adventure with usi 


Starters Specials: $15 ($20 Cap) 
Set-up, Rules & First 4 Muras 
Voice (902) 765-4466 
GEnie= ¢.knapp Internet c.knapp@genie. geis, com 


PRIME TIME SIMULATIONS 


FREE GAME! FREE GAME! 
GAME! FREE GAME! 
FREE GAME! 

WORLD CONQUEST offers all new 
players a FREE game!!! Ifyou haven’t tried our 
classic wargame, now is time! 

Your FREE game will be a one player 
scenario where you will be required to bring all 
the neutral cities in one world under your control. 
This will allow you to master the basics of 
WORLD CONQUEST for FREE!!! We will 
also design 2-12 player demonstration games, 
COMPLETELY FREE! You and your friends 
can find out who will be the first to achieve 
WORLD CONQUEST! 

The WORLD CONQUEST game system 
is both simple and challenging. Over the years, 
thousands of gamers worldwide, have found that 
WORLD CONQUEST provides a fair and 
consistent test for all types of players. Are you 
and your friends are tired of automatically losing 
your first game in anew system? Ifso, you'll love 
WORLD CONQUEST. Your gaming skills 

are far more important than your knowledge of 
the rules, and we always offer games 
specifically limited to beginning players. 
ELECTRONIC WORLD CON- 
QUEST: Our WCVIEW software is FREE 
and can be used to graphically move your units 


FREE 
FREE GAME! 


Fax & BBS (902) 765-0813 
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around your game. As you enter your orders, you 
also see what your best strategies might be. Its 
fast, easy and fun. It can be used for 12 player 
games, MODERN WORLD CONQUEST, 
Head-to-Head games and variant games. 
WCVIEW prepares your turn for either the 
Internet or our bbs. Players can pickup and drop 
off their game files from the WC-BBS in as little 
as two minutes per call! 

Foryour FREE game, just call or write and 
request your FREE game. You’ll receive your 
tum and simplified rules so that you can complete 
yourtums. Whenall the players have submitted 
theirturns, we will IMMEDIATELY processit. 
The faster you submit, the faster you can play. 

Youcan electronically download WCVIEW 
from our BBS: 510-245-1202. Internet users can 
get WCVIEW from our WEB Page; see below. 

Prime Time Simulations 
PO Box 650 
Pinole, CA 94564-0650 
Voice: 510 245-1300 
Fax: 510 245-1201 
BBS: 510 245-1202 
Internet: conquest@dnai.com 


or http://www.dnai.com/~conquest 


ROLLING THUNDER GAMES, INC. 


If you’ve not heard yet, Rolling Thunder 
Games, Inc. has licensed the classic space 
opera Beyond the Stellar Empire, with 
RTG gaining full control of every aspect of 
the game. 

Have you played BSE before? It’s 
going to be better than ever, and we’ll be 
moderating the game with our usual 
professional, award-winning service. We 
know what you want when it comes to the 
grand scope of a space opera gaming 
environment--we’re rounding up a crowd of 
grizzled, power-hungry, battle-hardened 
starcaptains, the best and worst of the 
bunch--some of the most experienced 
gamers ever to gather in one place. We’ve 
revamped a number of game systems that 
players have long asked to be changed. 

Ah, you don’t know what BSE is? It’s 
the original classic science fiction space 
opera PBM game against which all others 
have been judged. As a beginning player 
you are given a starship to operate in an 
area of space known as the Capellan 
Periphery. You’ll encounter unexplored 
worlds, alien invaders, hostile pirates and 
much, much more. Set up mining outposts, 
deploy ground parties and outfit your ship 
for battle. Create a blackmarket to fence 
your smuggled contraband. Hire agents to 
do your dirty work, You can even start your 
own colony complete with factories, 
shipyards, starports, hospitals, casinos and 
more, Play the role of a starcaptain, colony 
governor, pirate, industrialist, merchant or 
whatever else you choose. Over 200 star 
systems exist for you to explore and exploit, 
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and new totally unexplored systems are 
waiting to be found as well. Each system 
has a map as does every world. The level of 
detail on each planet is incredible. And you 
don’tneed to worry about being a small fish 
in a sea of sharks--BSE has a rich history, 
with a variety of political and corporate 
factions vying for supremacy. Your 
services are not only badly needed but are 
sure to be richly rewarded by whatever 
affiliation you join. And that’s notall. We 
will be opening up an entirely new region of 
space that will be geared toward new 
players. You'll be able to set up new 
colonies and outposts without having to 
compete with the massive assets com- 
manded by existing power players. You can 
download the rules in electronic format for 
FREE, so don’t hesitate. Get in now! 

World War IV! Rules and the email 
turn entry program are free if you want to 
download them from our Thunder BBS. 
Alternatively, we can send you the rules and 
programs on disk (PC only for programs, 
PC & MAC for rules) if you wish. The rules 
disk is FREE of charge. Turn fees are quite 
reasonable at $6.00 for standard turns and 
$4.75 for email turns. Huge positions have 
the option of submitting a Superpower 
turnsheet (which effectively doubles the 
number of orders you may give) for only an 
additional $3.00. That’s it!--even the 
largest positions will run you no more than 
$9.00 a turn ($7.75 if you are playing email). 
Setup registrations may be submitted email, 
via our FAX service or via the phone if you 
are in a hurry to get started (grin). 

Victory! The Battle For Europe 
**Voted Best PBM Game of 1994** 
Victory! Ifyou want into a game, get your 
registration form in today (please specify if 
you wish to be in the slow game). 
Registration forms can be mailed in, faxed 
in or uploaded to our BBS and, if need be, 
we can even accept dictated registration 
information on the phone. If you are 
interested in a special game of some kind, 
just let us know and we’ll see what we can 
do. 

Victory! The Battle For Europe uses 
a tremendous array of World War II era 
units and is set in the European theatre of 
operations. 40 players take command of 
individual nations, attempting to wrest 
control of territory from other heads of 
state through diplomacy, treachery and 
combat. Success in the game is achieved as 
a result of survival through manifest 
destiny. Skill, guts and a bit of luck are all 
important in the titanic battles of survival as 
nations strive to be the last one standing; the 
undisputed master of Europe! 

Victory! is acombat game of unrivaled 
intensity and depth. A huge variety of units 
are represented in the game including 
everything from Messerschmitt Bf-109s 


fighters (of several types) and Handley 
Page Lancasters to Lavochkin La-7s and 
Boeing B-29 Superfortresses (yes, even the 
Me-262 jets are available, in both fighter 
and fighter-bomber versions). U.S. Essex 
class fleet carriers, Russian T-34s (in 
several versions), German Bismarck class 
battleships and British Sherman Fireflies, 
If the equipment saw active duty, its in the 
game! The level of detail in Victory! is 
incredible. You’ll have to see it to believe 
it. Information packages are *free* and 
you can also obtain the complete rules off 
our BBS (also for *free*). If you have 
specific questions and want to talk to 
someone, just give usacall. We are happy 
to answer questions, etc. 

You’ll see why Victory! blows every- 
thing else out of the water. If you’ve been 
looking for the finest in wargames at a very 
reasonable price ($6.00 per turn, no combat 
fees, no monthly fee), give this game a shot. 
You will not be sorry! 

The Victory! rules package is $15.00 
and includes a 120 page rulebook, combat, 
weather and terrain effects charts, a 58 
page sectional map and a 90 page order 
supplement book. The entire package is 
mailed by Priority Mail so you won’t have to 
wait long. A single-piece Victory! wall 
map is also available. The wall map is 
optional and is only $8.00 (36" x 44", 
blackline print, tube-mailed). Victory! 
Turn Entry front-end programs are avail- 
able to players in both MAC & DOS 
versions (at no cost). These programs are 
great player aids that make it easier to do 
yourturn. They reduce both player and GM 
errors. They are available, on disk or by 
modem off our BBS, to all Victory! players. 
Victory! rules and the order supplement are 
also available on our Thunder BBS (and 
there is no on-line charge for using the 
BBS!) 

The RTG FAX line is also available 24 
hours a day, 7 days a week. Currently, we 
use the same line during normal office hours 
for both voice and FAX (we'll pick up as 
normal for an incoming voice call and the 
FAX machine will take it if it is an incoming 
FAX). Turns can be faxed in for Victory!, 
World War IV and Beyond The Stellar 
Empire. There is no extra charge for using 


this service. 


Rolling Thunder Games, Inc. 
PO Box 1240 
Broomfield, CO 80038-1240 
RTG Hotline: (303) 466-8600 
RTG FAX Line: (303) 466-5411 
THUNDER BBS: (303) 466-8681 (8- 
N-1) 

CompuServe: 71370,2707 
America Online: RTGames 
Internet: RTGames@aol.com 


Be one of the first to participate in this unique fantasy gameN\, 
Play the part of a loner or a member of the prestige-coveting W; 
guilds. Protect the countryside or manipulate your fellow 
players. Expect more than the average medieval PBM. 

GOH is 100% computer moderated. Set-up only $7. See 
gameline in this issue! 


á 


“Kiso, read about our new release, THREAT, 
A in ALTERNATE ENTERTAINMENT’s Gameline. 
¢ THREAT, the most dangerous game you’ll ever want to 
play. Set-up for THREAT is $8. 
Contact: Alternate Entertainment Incorporated 
210 West Superior Street, Suite A (218) 723-8708 
Duluth, MN 55802 altent@uslink met 
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CTF 2187: 


ABOUT THE GAME: CTF 2187 from 
Advanced Gaming Enterprises features teams 
of Battle Bots pitted against each other in 
Arenas. Two or four sided contests are possible, 
as well asa yearly Free-For-All contest where a 
group of Bots fight to see who’s “the Best in the 
Arenas.” Some players act as Independents, 
allowing the GMs to put them with any group of 
Pilots. Others organize themselves into teams, 
either official (on record with AGE) or unofficial. 
This story is created around characters who are 
actual Pilots in CTF 2187, but isnot heavily based 
on actual game events; its aim is to capture the 
historical and political climate in which the 
‘backstory’ of the gameis based. Some material 
contained within is copyrighted by Advanced 
Gaming Enterprises and used by permission. For 
more information, write: Advanced Gaming 
Enterprises, Post Office Box 214949, Sacra- 
mento, CA 95821-0949. 

I must also thank Tony Ruhl, since some 
information in this storyline would not have been 
possible without his contributions to the 
Command Post (monthly game newsletter) in 
response to some of my own. 


FLASHBACK 
Someone is after Femme Fatale, who is 


leader of the Sisters of Silicon and daughter of 
one of the Arena’s most famous traitors, Frank 
Forsythe. In the aftermath of the death of one of 
her own, she’s approached by an unlikely ally - 
- Derrick Deathex of the Bloodguard’s Deathex 
Deadmen. Femme learns they share the same 
biological mother, and that her aunt and uncle 
“adopted” her to protect her from her real father. 
Now Femme, Derrick, and Femme’s fiancé 
Racubus “Rus” Sterling are looking up Frank 
Forsythe’s old teammates in search of the 
truth... 


CHAPTER SEVEN: SEARCHING FOR 
ANSWERS 

Rus approached a run-down shack in the 
dirtiest part of Arengas -- a town famed for 
gambling, drugs, and prostitution that arose to 
cater to Arena combat pilots. 

“This should be where Dark Horse is,” he 
said to himself. “Though I can’timagine anyone 
trained to bea Pilot ending up in a place like this.” 

Rus walked up to the door and knocked on it. 
No one answered. He tried again, and waited, 
but still no-one came. Frustrated, he started to 
leave... but then he heard the door slowly open. 
“What do you want here?” a feminine voice 
growled from behind. Rus turned to see a 
woman in her early 20’s, dressed in a slinky 
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SISTERS AND SECRETS 


Part Two 


By Shannon Muir 


cocktail outfit with a long, blond ponytail hanging 
down her back. Her face looked hard and 
tugged. 

“Pm looking for a fellow named Victor 
Cartwright, who used to go by the name Dark 
Horse, back when he was a Pilot for the 
Arenas,” Rus told her. “I was told I could find 
him here.” 

“Victor ain’t here rightnow,” she responded 
harshly. “What do you want with him anyhow?” 

“I need to ask Victor about his days with 
Forsythe’s Falcons. The future ofa good friend 
of mine depends on it.” 

The woman stepped out of the doorway and 
locked the door behind her. 

“He don’t get back for a couple of hours yet. 
Come back then, and maybe he’ll help you.” 

With that, the woman stormed off, leaving 
Rus puzzled. 
+++++++ 

Meanwhile, Derrick Deathex was busy 
talking to Darian Blackheart, another one ofthe 
former Falcons, who was generally a calm and 
easy-going personality. He’d retired from the 
Arenas after turning down an opportunity to 
serve on the High Council, since the Arenas no 
longer held any excitement for him. 

“What kind of person do you remember 
Frank to be?” Derrick asked. “I mean, do you 
really think he sabotaged the Andromeda Bot?” 

“I don’t think Frank would’ve done 
something like that to a Bot, especially not with 
a Pilot currently controlling it. Frank cared about 
everyone's life, and didn’t want to see anyone 
die in the Arenas if it could possibly be helped. 
Did you know that he and I were the only original 
Falcons remaining when he went down, and I’d 
been his second for all that time? I asked the 
team be disbanded and re-formed instead of 
heading it as Blackheart’s Falcons, because I 
didn’t want to disgrace his memory any further 
by taking the team he loved. So we became 
Blackheart’s Bears until the new Arena system 
was put in place.” 

The conversation was interrupted by the 
arrival of young woman about Derrick’s age, 
with curly, flowing hair and dark eyes. Her trim, 
fit body captured Derrick’s attention. 

“Sorry, Dad,” shetold Darian. “Didn’t know 
you had company. IIl just be upstairs.” 

As she left, Darian commented, “That’s my 
daughter Dorian. Her twin brother Damian leads 
Team Blackdeath. She, well, got ina little trouble 
at Academy and wound up being held behind for 
disciplinary action, but she’ll be out and fighting 
soon.” Darian chuckled, and added, “What else 
can I say? Like father, like daughter.” 


“I’m sure they’ll both make you proud,” 
Derrick told him. “But what] really need to know 
is if Frank had any enemies.” 

“It’s been such a long time. Why is that 
important now?” 

“Because I’ve gotten a strong lead that 
whomever set Frank up is out to get his 
daughter.” 

Darian bolted upright in his seat. 

“Frank had no real enemies I’m aware of. 
But bear in mind the political climate at the time. 
Ambassador-Brigadier General Vance Randolph 
had died of a heart attack, so there was a seat 
open on the High Council. Only two people were 
qualified for that post... Frank and then-General 
Ryker Lorne. But they were scheduled to fight 
each other in Special Contest #48 at that 
moment, so the seat was held vacant until the 
contest finished.” 

“Do you think Frank was blackballed and 
disgraced to open the way up for Ryker Lorne?” 

“Idon’tknow, butit’snotunlikely. Thingis, 
no-one really bothered to investigate, especially 
not after Lorne’s Lions blew Frank away. I 
could lose my life for telling you what I feel, but 
seeing who framed Frank pay means everything 
tome. Personally, I think the key players were 
bought off, but I could never prove it.” 

“Thank you, Mr. Blackheart. You’ve been 
morehelp than you know. And... I’m looking for 
a fresh start to my Arena career. If your son’s 
leadership abilities are anything like yours, I 
think I might pay a visit to Team Blackdeath.” 

“I think Damian would be proud to have 
you,” Darian said, shaking the younger man’s 
hand. “And I’m pleased to have met you, 
There’s hope for the future yet.” 

KER KKK 

Elsewhere, Femme Fatale spoke with Major 
General David Blaze, her Team Management 
instructor and longtime family friend. 

“How come you never told me before that 
you'd been in Special Contest#48? I thoughtyou 
knew Dad before that.” 

“No. That was my very first Arena. I joined 
because I admired a Pilot that came to speak on 
Recruiting Day at my school... Major Frank 
Forsythe, right before he made General. He 
always had a way of touching people, Femme, 
and helping them find the best in themselves. I 
can’t believe a man like that would sabotage a 
Botand killa man, no matter what the evidence 
said. What I don’t get ishow everyone else was 
made to believe it. And Lorne not getting any 
reprimand for executing his own version of 
justice... that still burns more than I can say.” 

“So you think this threat on me’s legit?” she 
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asked. 


“Unfortunately, yes. Though I have no clue 
what the motive would be after all these years. 
Obviously someone was after Frank, but why 
didn’t they deal with you as a child? It doesn’t 
make sense.” 

“Nothing about my life makes sense, like 
why Mother never told me I had an aunt before 
now--” 

The conversation was interrupted by a 
synthesized voice. 

“Priority communication for Major General 
Blaze. Blaze switched on his office viewscreen 
and found himself confronted with the face of his 
old teammate, Victor “Dark Horse” Cartwright. 

“Good to see you, old friend,” Cartwright 
sneered. “I’m looking for a dear friend of yours, 
Femme Fatale.” 

“Tm here,” Femme piped up. “What do you 
want with me?” 

Victor stepped aside to show Rus trapped in 
acage formed by high-intensity particle beams. 

“Did you know your friend here is paying us 
alittle visit?” Victor told her as he stepped back 
into view. 

“Why? What do you want with me?” 
Femme pleaded. 

“It’s not J who needs you, babe, it’s the big 
man. You'll have to come here to find out! You 
got six hours to come to the old armory in 
Arengas, unarmed, or you can bet you ain’t 
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Are you tired of PBM games that 
encourage cutthroat diplomacy, where lying 
and backstabbing are tactics for success? 

In CTF 2187 you play as part of a TEAM. 
Your friends are those around you who 
share a common goal. Your enemies are 
those who oppose you and your objective is 
to defeat them. Diplomacy largely consists 
of sharing combat information with your 
teammates and planning strategy and 
tactics for the coming turns. 


NOW FOR SOMET 


seeing your friend again!” 


CHAPTER EIGHT: AS THE CLOCK 
TICKS AWAY 

“I came as soon as I could,” Derrick forced 
out between breaths as he came running into 
Major General Blaze’s office. “You say Rus isin 
trouble.” 

“Serious trouble, big brother,’ Femme 
replied, almost tripping up on the last couple of 
words. The idea of Derrick Deathex being her 
brother was still so new to her. 

“Brother?!” Blaze asked Femme quizzically. 

“I didn’t get the chance to tell you before 
Victor called. My ‘aunt’ is Callenda Deathex, 
who left her husband but gave birth to me later. 
She couldn’t raise me alone, not with Selkirk 
Deathex looking for her, so they set things up to 
look like Mom -- uh, Aria -- had given birth to 
me.” 

“I see,” Blaze mumbled, not fully compre- 
hending it. 

“Let’s talk about the current situation,” 
interrupted Derrick. 

“Here’s what we know,” Blaze explained, 
still a bit nonplused. “Apparently one of my 
former teammates, Dark Horse, is holding 
Racubus hostage in what looked like an old 
missile production room. He indicated he’s 
working for someone higher up, but I don’t know 
who. I'll check into Victor Cartwright’s 


Are you tired of waiting for up to ten or 
more turns of preparation (and spending 
lots of $$$) BEFORE the fun and action 
even begin? 

In CTF 2187 the action is fast and 
furious from your very FIRST TURN to your 
very last. Most games last 6 to 10 turns, or 
about six months of play. And your Pilot 
continues to develop game after game! 


HING COMPLETELY DIFFERENT.... 


background to see if there are any clues.” 


“That'll be some help, sir,” Derrick agreed. 
“The one thing we knew from media records was 
that Ambassador Ryker Lorne approved an 
honorable discharge for Dark Horse based on 
extreme mental stress, but that’s it. Rightnow, 
we need to worry about helping Rus get out of 
thismess. What were Dark Horse’s demands?” 

Femme filled him in on the details, adding, 
“We've only got five hours left before the 
deadline.” 

“Ifyou think I’m going to let you go out there 
all by yourself against some nut, little sister, 
you’re crazier than Dark Horse is. This is 
definitely a trap to get you.” 

“ButifI don’t go, Rus is doomed, especially 
because we don’t know for certain who we’re 
up against.” 

Blaze sighed in resignation. “She’s right, 
muchas I hate to admitit. I don’t know whatelse 
we can do.” 

“Allright, allright, we'll do it... but only if I 
can track her,” Derrick insisted. “While she’s 
dealing with whomever we’re up against, I can 
sneak in and rescue Rus. I don’t think they’ll 
really let him go in any case.” 

“Agreed,” Femme replied. “But there may 
besome hope in finding out who the enemy really 
is... something we've almost forgotten about.” 

Derrick perked up with interest. 


Are you tired of the same old empire 
building scenario where your goal is te 
conquer the planet, universe or whatever? 
Where number crunching is your most 
important skill? 

CTF 2187 is a game of tactics and 
maneuver. Your abilities to formulate 
strategy and second guess your opponents 
are the decisive elements of play. 


To enter CTF 2187 just send a check for 
$15.00 or more to open your account ang 
get the Basic Rules FREE. Or purchase a 
no-obligation copy for only $5.00. Write fer 
our FREE information packet. 


ADVANCED GAMING ENTERPRISES 
The New AGE of PBM Gaming 
Post Office Box 214949 
Sacramento, CA 958214 


“How so?” 

“Someone wamed us early on that the 
person out to get Frank Forsythe was out to get 
me too. Do you remember who that was?” 

Derrick nodded, 

“Mom. She may have just the information 


we need.” 


CHAPTER NINE: REVELATIONS 

“You can’t go in there!” protested the 
doctor. “Ms. Deathex is fighting for her life and 
needs rest. The last time you two went in there- 

“She tried to tell us something important, but 
never got to finish,” interrupted Derrick. 
“Doctor, a person’s life may be at stake if we 
don’t find out what she meant!” 

After much pressure, Derrick got the doctor 
to give them a few minutes with Callenda 
Deathex. 

“Mom, we realized you were trying to tell us 
something very important. We think maybe 
we’ve figured it out. My father, Selkirk Deathex, 
he really isn’t Frannie’s father, is he?” 

“Right,” Callenda struggled to say. 

“Then why did you lie to your sister?” 
Femme asked in panic. “What kind of danger 
were you in?” 

“Promised... help... fell in love... sick for 
power... possessive... fled...” 

“Mom,” Derrick said, taking her hand gently 
in his. “Frannie’s fiancé is being held for ransom. 
We think her father might be behind it. Who is 
he?” 

“Ashamed... afraid...” 

“Please,” begged Femme. “I’ve got to 
know. You’ve got to tell me...” 

As Callenda fought to voice the name, 
warning signals began to go off. The doctors 
barged in and would up dragging Femme and 
Derrick from the room. 

The doctor came out of the room an hour or 
so later to face an anguished Femme and 


Derrick. 

“We did all we could,” he told them. “I’m 
sorry.” 

Femme could see Derrick fighting back 
tears. 


“You don’t have to come with me,” shetold 
him gently. “I can go alone.” 

“No way,” he said sharply, almost tuming on 
her, “I’ve lost my mother and my younger 
brother Mirk will have nothing to do with me. I’m 
not about to lose my sister too.” 

At that moment, Major General Blaze 
arrived. 

“Glad you’re still here,” he told them. “I’ve 
gotten important information. I can’t prove it, but 
I think Cartwright was paid to join the Arenas 
solely as a saboteur of the Bot. That’s why 
Lorne later got him the mental discharge... his 
obligation to the Ambassador and the Arenas 
was finished. Cartwright’s profile shows that he 
flunked out of Bot Mechanic Training Corps 
before taking Orientation, the ‘poor man’s’ route 
to Arena training. A bright student, teachers 


said, just not willing to work hard.” 

“Which would mean he would have the 
expertise to rig a Bot,” noted Derrick. 

“Exactly,” Femme agreed. “And consider- 
ing what Callenda said, everything makes sense 
now.” 

“What does?” asked Derrick. 

“Why she feared the man she fell in love with 
and ran away. Why she’d want to see her child 
protected at all costs. Someone sick enough to 
murdera man and frame andkill another in order 
to gain a powerful position. That’s someone I 
wish not to be anywhere near. And that man is 
my father... Ryker Lorne,” she sighed heavily. 
“But I have to save Rus!” 

Derrick thrust something into Femme’s 
palm. 
“What’s this?” she asked, puzzled. “It looks 
like a Lieutenant’s rank pin.” 

“That’s the idea,” he noted. “That’s really 
gota tracking device init. Lome probably won’t 
search you all that heavily, at least I’m hoping 
not. This way I canstill find you. You willing to 
take the risk?” 

“What choice do I have?” she responded 
bleakly. “Not much, as far as I can see.” 


CHAPTER TEN: FACE TO FACE 

At the entrance to the old armory, Femme 
met with two guards clothed fully in black. They 
searched her and found no weapons, not even 
thinking to check too closely for bugs. 

“Come with us,” commanded the taller one. 
“The Grand Mogul wishes to speak with you.” 

Derrick watched until he was sure Femme 
was inside, then used his ‘expertise’ to enter the 
armory undetected. Since before Magdra 
Deathex married into the Vileslayer clan, the 
family was a ring of professional thieves that 
passed down knowledge from generation to 
generation. Never had Derrick dreamed of 
putting such skills he detested to such a positive 


use. 
Well, I've made it inside, he thought. Now 


if I can only find Rus... 
LEETS EES 

Femme Fatale met Ambassador Lorne face- 
to-face in a gaudy office decorated with war 
collectiblesand trophies. The two men who had 
met her outside stood guard outside the door. 

“Welcome, Lieutenant-Commander Femme 
Fatale,” welcomed Ambassador Lorne, who 
gestured toward a gaudy padded chair before his 
immense oak desk. Femme nervously took a 
seat. 

“So tell me, my dear, what kinds of questions 
are on your mind?” 

“How long did you know about me?” 
Femmeasked, nervous. “I mean, thatI was your 
daughter?” 

“Quite a while, my dear,” Lorne said as he 
got up from behind his desk. “Unfortunately, 
Callendacould’t handle the news when I told her 
how useful you would be to me.” 

“Useful?” Femme asked apprehensively. 


“How?” 


“Whether or not you were cut out for military 
service. Oh, I knew your ‘father’s’ death gave 
you adrive and determination rooted in anger, but 
those factors alone does not a good soldier make. 
When you took top honors for your Team 
Management Certificate and scored above 
average in Basic Training, 1 knew then you 
would be the one I needed,” 

“But... I’ve never won in either Arena I’ve 
commanded! Ihaven’t been able to takeall that 
theory and put it into effective practice! How 
can I help you?” 

“Your effectiveness shall come in time” 
Lorne responded as he walked towards her, “As 
for how you can help me, I finally have all the 
pieces in motion to stage a military coup thatwill 
give me control of major political powers across 
the globe. That’s why Frank had to die. This plan 
could never have been carried out if he was 
made Ambassador over me. Even if I joined the 
High Council later, he would always have beena 
threat. 

But my plan had one flaw... an empire needs 
asuccessor, someone to inherit the fruits ofhard 
labor. And that person, my dear, is Francine 
Forsythe... or, by her true name, Francine 
Lorne.” 

Femme looked into Ambassador Lorne’s 
eyes, and saw nothing but sick megalomania. 

What am I going to do? she thought. Iflgo 
along and pretend to accept, no telling 
wheedle happen. But if I decline, there's no 
chance that I -- or my friends -- will leave here 
alive. I have to buy Derrick and Rus some 
time... 

HKAKKAK 

In an old missile storage area, Rus was 
imprisoned in a cage formed by laser beams. His 
keeper, Victor Cartwright, tossed around ahand 
laser out of sheer boredom. 

“Why are you doing this?” Rus cried out. 
“What’s Fran ever done to you?” 

“Your pretty bride-to-be? Oh, she ain’tdone 
nothing fo me. Just lots for me. After I got out, 
the boss paid me to track her, promising someday 
it'd all pay big. Gave me the bread to take care 
ofmy daughter Vienna. You remember Vienna, 
don’t you?” smirked Victor. “She’s the one who 
ratted on you. Well, payday’shere. Soon TIl be 
living easy as an advisor to the Grand Mogul of 


Lornia.” 
“Lornia?!” Rus asked aloud, puzzled. 


“Where’s that?” 

“Ajin’there yet. But it will be soon,” Victor 
replied as he raised his gun toward Rus. “You're 
asking way too many questions, though. Whata 
pity you ain’t gonna be here to see it.” 

Before Victor could pull the trigger, someone 
leaped from the shadows and pounced on him. 


CHAPTER ELEVEN: CHALLENGES 
“Well, father,” Femme finally said, deciding 
to play Lorne’s game in hopes it would buy 
Derrick time to find Rusand get to her. “Maybe 
we should get to know each other better, Surely 
you must havea simulator room here, one where 
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we can have a Bot-on-Bot contest?” 

Lorne’s face lit up in a scheming smile. 

“Great minds think alike, my daughter,” he 
commented. “The challenge is most welcome. 
Best to put you to the test, to see what you’re 
made of.” 

He snapped his fingers, and the guards 
entered the room. 

“Get the simulator room prepared,” he 
commanded. “Set it for level 25 Bot-on-Bot 
combat.” 

“Yes, Grand Mogul,” the shorter one 
acknowledged as the pair bowed and left. 

I can't believe I 'm doing this, thought 
Femme. Please, Derrick, get me out of this! 
KK 

Derrick Deathex, meanwhile, struggled with 
Victor Cartwright on the floor of the missile area. 
Rus watched helplessly, unsure who was coming 
out ahead. 

I can't let Derrick die out there! worried 
Rus. But what can I do? 

Then adesperate long shot occurred to him, 
and he carefully began to remove his boots... 
KKK EK 

Meanwhile, Femme and Ambassador Lorne 
had a Bot-on-Bot contest underway in the heart 
ofthe old armory. Seated in mock cockpits, the 
simulator created a full-scale virtual environ- 
ment where they played out a scenario of the 
Ambassador’s choosing. 


“Now we'll see what you’re made of, 
Francine. Prove to me you’re a true warrior’s 
daughter!” he commanded, worrying Femme as 
to what her fate would be if she Jost... 

*+++++* 

Victor Cartwright didn’t know what hit him 
as Rus’ boot, pitched strategically between the 
beams, struck him in the back ofthe head. Not 
a weapon for aman escaping alone, but enough 
for adiversion... 

... and it worked. In the confusion, Derrick 
threw Cartwright into the Particle beam bars, 
killing him oncontact. Rus found himself trying 
to leap out of the way and managed to stop 
before doing any real damage, save a singed area 
in his upper back. Derrick threw the switch and 
the bars deactivated. 

“How in the world did you find me?” Rus 
asked while putting his boots back on. 

“Blaze recognized the area of the armory 
when he saw it on-screen. Remember, when 
Femme got that ransom call?” 

“Fran!” panicked Rus, remembering his 
love. “Where is she?” 

“Still with Lorne, I suspect.” 

“You left her alone with that psycho? Man, 
are you crazy? We've got to find her... fast!” 

Derrick pulled a small device from his belt, 
which looked like a portable vidscreen displaying 
information. 


“It’s not quite as difficult as you think, Rus.” 
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In the simulator, the fight waged on. Femme 
found herself, despite her best efforts, constantly 
outsmarted by acunning opponent. 

What happens now? she worried. / never 
thought I'd end up finishing the game, much 
less losing this badly. I meant to suggest a 
‘friendly’ joust but he's turned it into this... 
this ultimatum! 

“You’re more incompetent that I imagined,” 
she heard an outraged Lorne tell her over the 
simulator’s vidscreen. “Perhaps you are not 
meant to be my successor--” 

Atthat moment, the virtual screen died as her 
ears filled with explosions mixed with Lorne’s 
screams, triggering deep memories... visions of 
a Bot vaporizing into nothingness... 


“Daddy! Daddy! 
happened to Daddy?” 

Aria picked Francine up and held her 
tight. The little girl noticed tears running 
down her mother's cheek, and reached out to 
touch one. The cold moistness surprised and 
frightened her. 

“Is Daddy OK, 
asked, scared. 

Aria hugged the small child closer. 

“No, sweetheart, Daddy's not OK,” she 
struggled to tell Francine. “ He's... he’s... 
sweetheart, he's never coming home.” 


Momma, what 


Momma?” Francine 
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“WAAAAH!” wailed the little girl, as she 
began to realize what her mother was trying 


to tell her... 


Awash in tears, thenow-grown Francine felt 
herself picked up by strong, comforting armsas 
explosive sounds continued all about her. Numb 
and oblivious to her present situation, Femme let 
herselfbe carried to safety, her face buried inher 
rescuer’s chest as the mourning continued... 
*eeeeee 

Femme sat on a hillside, and out in the 
distance she couldsee the oldarmory of Arengas 
surrounded by troops dispatched by the Council 
of Nations. She still was’t even sure how she’d 
gotten here safe, away from all the madness 
below. 

She felt awarm flight jacket placed about her 
shoulders. 

“It’s over, Fran,” came Rus’ soothing voice. 

“How... did you rescue me?” she barely 
managed to croak. 

“I set explosives on Lorne’s simulator 
cockpitafter Rus and I took outhis black-robed 
bodyguards,” Derrick explained as he took aseat 
next to his sister. “We had to get you out before 
the fire spread.” 

“But... I’mstill confused... how’d the troops 
get into this?” 

“Blaze called in some favors, I guess,” Rus 
explained. “He and your mom... well, Aria... 
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pooled together enough evidence from Callenda’s 
possessions to make a case based on what she 
told you. They’re searching down there right 
now for evidence. Let’s just hope something 
survived the fire.” 

“Is Lorne still alive?” she asked nervously. 
“J mean, I know you set the explosives, 
but--” 
“Everyone I’ve talked to says Lorne’s 
chances weren’t too good, being so close to the 
explosions. No onecan find him, and there’s talk 
Blaze may become the next Ambassador on the 
High Council ofthe Arenas,” noted Derrick, who 
turned his gaze in the direction of the armory. 
“But if we could escape, I’m afraid Lorne may 


have too.” 


CHAPTER TWELVE: NEW BEGIN- 


NINGS 
“Too bad you’re not going to be here,” 


Femme told H.A.L. via view screen as she 
straightened her wedding veil. “I mean, I’m glad 
Babe B. Blatz will stand up with me, but I’d 
always kind of imagined it'd beyou.” 

“You could have waited until I’d gotten 
back,” H.A.L. said with a smile, “But I get the 
feeling after all you’ve been through, waiting is 
the /ast thing you want to do.” 

“You got that right. But then again, you 
always knew me best, even better than Rus.” 

“Thanks for the compliment. But! still can’t 
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believe Derrick Deathex is 

Rus asked him to be best cna HEAT So 
“Must beall that male bonding from Dent k 

saving Rus’ life or something,” Femmerepli $ 

Then she added, seriously, “Be honest ak S 

H.A.L. How do you feel about this weie 

“Happy for you. I really mean that Pma 
the jealous little girl that ran off and Amo S 
herself killed anymore. Rus is ready to n 
met and so are you. I know I won’t be ae 
long time. You deserve happiness, Fran. Weall 

The sound of a buzzer broke the Silence 

“That’s the one-minute warning. Th 
commentators are wrapping up their crap ae 
well, back to the Arena! Best of luck to you!” 

“Thanks! And I'll make sure the recorders 
HEINE so you can see all this on vid! good 

SK 

Femme and Rus’ wedding at 
was an intimate affair -- tines fatty foe 
and teammates. Mirk Deathex, as expected, 
was notably absent despite the fact Femme had 
invited him in an attempt to mend fences The 
best surprises came at the reception beginnin 
with Derrick’s announcement... ; 

“Sorry to take the spotligh 
couple for a bit, but I’ve ha poe 1 
that Loric Vileslayer of the Bloodguard isan 
Iknow this will bring some small satisfaction to 
Be eet sister, as he nearly helped kill her best 

The announceme: i i 
Reet nt was met with clapping 

“The Council of Nations and others have 
reviewed the documentation I submitted on the 
framing of Lilic Vileslayer,” continued Derrick 
“and have decreed that not only will Lauraic be 
named rightful heir to the Vileslayer legacy, but 
Lilic’s honor will be restored -- beginning Witte 
exhibit at the newly dedicated Feral Feline 
Memorial Hall, amuseum to honor women inthe 
Arenas.” 

“Great news,” Rus replied. “But wheredoes 
this leave you?” 

“Glad you asked. In light of all this, I've 
officially resigned from the Bloodguard and 
signed on with Team Blackdeath,” he told all 
assembled, giving anod of thanks toward Darian 
and his son Damian. 

“Just like you to upstage meat my wedding, 
big brother!” Femme jokingly taunted him. 

“No, little sis,” he replied. “This is only a 
prelude to better things.” 

At that moment, Ambassador-Brigadier 
General David Blaze approached Femme 
Fatale. He handed her a document, marked with 
the official seal of the High Council. 

“Thought you might like to read it for yourself 
before we made the announcement public,” he 
smiled. 

Femme eagerly opened the message, an 
tears ran down her face as she read it to herself 
Not the same cold tears she'd felt on Aria’s fa oA 
so many years ago, but warm and happy ean 


————— Eh le 


“This is the best wedding present anyone 
could ever give me. Thank you so much.” 

With that, she hugged the man who had 
served as her father figure all these years, 
knowing she could never repay him properly for 
a gift of this magnitude. 


EPILOGUE 

Lieutenant-Commander Femme Fatale led 
the uniformed procession into the Hall of Fallen 
Heroes. Behind her, side by side, walked 
Racubus Sterling and Derrick Deathex... the 
two brightest spots of her rising future. 

Once inside, she led the procession onto a 
platform, which was placed in front ofa draped 
section of the wall. Femme and the others sat 
down as Ambassador Blaze approached the 
podium. A large crowd had gathered, with the 
media out in full force. Everyone knew that on 
this day, the history ofthe Arenas would havea 
very large chapter substantially rewritten. 

“Thank you all for coming,” Blaze began. 
“Today, the High Council of the Arenas, in 
conjunction with the Council of Nations, has 
asked me to unveil the latest addition into the Hall 
of Fallen Heroes. It is a dedication to a man 
whose strong devotion to our service has gone 
unrecognized for far too long. 

This serviceman lost his life in battle fighting 
for what he believed in, buthis only posthumous 
reward was the stripping of his honor by a 


conspiracy of power-hungry individuals. For 
almost twenty years, Academy Candidates 
equated his name with the word ‘traitor’. Today, 
we restore his rank and dignity...” 

Blaze pulled a cord hanging beside the 
podium, which let the curtain fall away -- 
revealing a holo-photo of Frank Forsythe’s face 
inside a special case, mounted next to a large- 
print dedication etched in stone. 

Femme could hear the audience gasp in awe 
and admiration as the curtain fell, and inside she 
felt strong and proud. 

“T will now ask Lieutenant-Commander 
Femme Fatale of the Sisters of Silicon to come 
forward and read the inscription,” continued 
Blaze, “which is a quote taken from the holo- 
diaries of General Frank Forsythe.” 

Though Femme knew she would be called 
upon to read the inscription she herselfrequested 
to be onthe monument, she still felt a mixture of 
nervousness and prideas she started to say those 
words aloud. 

“Tam inthe service to fight toward eventual 
peace through the system. Maybe someday, if 
weall work hard and long enough... then it will be 
possible.” 

She turned and looked at the holo-photo, a 
captured freeze-frame from the locket she’d 
treasured so long. 

“I love you, Dad,” she whispered. 

For now, the battle was over. It was atime 


that had seen the defeat of Ryker Lorne, the 
reinstating of Frank Forsythe’s honor, and the 
unraveling of the Bloodguard. But there was still 
a war to wage -- the war for peace... 


The CTF 2187: Sisters of Silicon Saga 
(in chronological order) 
Issue #64 - “Trials of Friendship” 
Issue #55 - “Test of Loyalty” 
Issues #72 and #73 - “Sisters and Secrets” 
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ADVANCED GAMING ENTERPRISES 
Crack of Doom 

This month’s action was solely centered in 
Western Panagea. The first battle occurred on 
the plains of Illyria outside the Human city of 
Hampton as the Black Lords (Lopra worshiping 
Humans of the EGA) attacked and defeated the 
Illyrian Plainsmen (Lo-Kee worshiping Hu- 
mans). Weeks later the Free Company (Lawful 
Terminator Humans) also attacked the Illyrian 
Plainsmen and all but destroyed their army. At 
Gildazar the Jem’Hadar (Humans) tried to 
attack the army known as Scowl only to be 
intercepted by the Silver Fox Tuman (Lawful 
Humans). In the ensuing battle the Jem’ Hadar 
proved victorious. Elsewhere in Illyria, near the 
city of Ferrous Mons, the Hakken (Lo-Kee 
worshiping Giants of the Karada Brotherhood) 
attacked and destroyed First Carnage (Chaotic 
Orcs of the Kodan Raman). 

In the Elderwood forest region, outside the 
Elfin city of Altheria, the Crimson Collies 
(Lawful Gnolls) attempted to attack the 
Gnomads only to be intercepted by the 


galaxy... 
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Mankillers (Gnolls). The resulting battle was a 
clear victory for the Crimson Collies (despite 
slaying hundreds of their own kind). The only 
consolidation for the Mankillers was that they 
successfully intercepted the attack on their 
apparent allies. More fighting occurred at the 
nearby Ogre city of Morgoth with the 3rd 
Crusher Division (Lawful Giants) and Kitty 
Hawk (Lawful Humans) working together to 
destroy the Red Cross (Chaotic CSA Kobolds). 
Two weeks later they attacked again some fifty 
miles away as the 3rd Crusher Division and Kitty 
Hawk seriously mauled the Slap Happy Ogres 
(Verra worshiping Ogres of the CSA). 


CTF 2187 

Arena #206: Turn #9 saw Side #4 rapidly 
and somewhat unexpectedly, expanding their 
lead and winning the game! No doubt due in part 
to their having the only remaining functional 
Command Post and thus retaining the prized CP 
targeting bonus. This turn saw the game’s 
second Bot casualty (16%) as Cadet J.C. 
Falkenberg ejected from his battered Titan 


(VR=1.86, DR=2.99). The best Bot Victory 
Rating was 4.70. 

Arena #209: Turn #8 saw Side #2 
expanding their lead as it begins to look like they 
will earn one of the top 2-Sided game ratings of 
alltime! Despite their high scoring, there have 
been no Bot casualties of date. Of course that 
could change next turn as we now have seven 
Bots close to destruction along with the expected 
loss of Command Post #1. The best Bot Victory 
Rating is 4.27. 

Arena #211: Turn #7 saw high scoring by 
both teams as this contest saw its first casualties, 
The first to go was Cadet Angus Warhog who 
ejected from his battered Gnat (VR=1.47, 
DR=3.43). This was shortly followed by the 

destruction of Command Post #2. Cadet 
Daimyo, piloting a Ravager, was awarded the 
CP Kill after a successful Mini Missile strike. 
Finally, Cadet Maggie the Cat ejected from her 
badly damaged Avenger (VR=0.89, DR=3.14). 
Next turn could see as many as five additional 
Bot casualties! The best Bot Victory Rating is 
3.28. 


BATTLE-MAGIC GAMING 
Atlantrix 

From the Head GM: I recently received an 
extremely sad letter, one I’d never even 
imagined could occur. Steve Geisler, the player 
for Ashland Pateras, #372 and Genesis #377, 
died in his home March 10, 1995 ofaseizure. | 
received Steve’s set up for Ashland on May 1, 
1989 and though I never met him, I have Gm’ed 
his characters for so long I felt I knew him as an 
old friend. Ashland (his oldest character) has 6 
stars, owned a 30! ship named the Discovery and 
we had just completed his turn #128 on March 
7th. Steve was about 35-36 years old, in the 
military and I knew he spent some time last fall 
in the hospital. Steve’s cheerful turns will be 
sorely missed here at BMG. 

Obituaries: Xortyl, #300, killed Juan the 
Gray, #675, in a Death Match on block 138. 
R’Mart, #366, killed Wolfrum, #454, in a Death 
Match on block 196. Damascus Steele, #360, 
killed Avery, #673, in a Death match on block 
#244, Dreamweaver, #413, killed Silat #649, in 
aDeath Match in the city arena. Ronin, #357, led 
acrowd that beat a pickpocket to death on block 
215. Locklear, #364, destroyeda small animated 
dragon on block 273. 

Other News: A large black dragon hasbeen 
spotted in block 90. 

Martin Longbow and P. 
blue dragon on block 177. 
breathlessly to see if M 
afterwards. i 

Genesis, Ashland and Chip 


ascakilled amedium 
Spectators waited 
artin would eat it 


Endale encoun- 


p 


tered and defeated some pirates while exploring 
asunken ship. 

Angus, #427 and Arion, #356, encountered 
and defeated some pirates while exploring a 
dungeon. 

Hendel, Cassandraand D Arc’ lyte found the 
Druids temple on Forgotten Island. 

Obsessed, Scythe, Alamzer, Betaen and 
Silver destroyed an entire graveyard of it’s 
undead on Lost Archipelagos. 

Bruno, #350, Sterling #3 10 and companions 
killed a Large Crystal Dragon near Bruno’s 
trading post on Lost Archipelagos. 


Into Infinity 

ANDROMEDA - Beta News: Royal 
Courts conquered a Hellborn colony. Royal 
Court conquered a Syndicate colony. Paragon 
(Phi) conquered a Valkyrian colony. 

Gamma News: Hechee conquered 3 Haunt 
of the Unholy colonies. Imperial Empire 
conquered 1 Haunt of the Unholy colony. 
Imperial Empire conquered 7 Free Traders 
colonies. 

Epsilon News: Arcadia (Theta) conquered 
a Union of Heavenly Peace colony. Realm of 
the Undead conquered 2 Quilton colonies. 

Eta News: Dragonskeep changed their 
name to Ice Lords. Ice Lords conquered 7 
Valderon colonies. Ice Lords conquered 1 
Kraggen-Cor colony. Red Mountain conquered 
aMagna colony. 

Quartz News: Neo Tech conquered 
Hammer of the Gods HW. Psychedelic Warlord 
conquered 8 Tauran colonies. Psychedelic 
Warlord conquered a Neo Tech colony. 

Emerald News: Ixion conquered 4 Myrilla 
colonies. Citadel (Aquamarine) conquered 2 
Destiny Desire colonies. Citadel conquered a 
Falcons Flight colony. Ixion conquered 2 Kings 
of the Ryche colonies. No Fear conquered 4 
Ixion colonies. Citadel conquered a Myrilla 
colony. Ixion conquered a No Fear colony. 

Coral News: Grim Reefers conquered a 
Name Mi colony. Grim Reefers conquered 1 
Nightmare colony. 

ROMULUS - Algol: Korianth conquered 4 
Praetorian colonies. XX’an conquered 7 Kheta 
Sect colonies. Lair of the Lich destroyed a Tau 
Ceti Alliance fleet. Fleets from Korianth, Tau 
Ceti and Sinstar destroyed a Kheta Sect fleet. 
Sinstar conquered 5 Kheta Sect colonies. Tau 
Ceti conquered 9 Kheta Sect colonies. 

Capella News: Gods of Thunder conquered 
4 Combine colonies. Man of War conquered 2 
Gods of Thunder colonies. Therrangi destroyed 
United Space Federation’s last fleet, destroying 
this empire. Gods of Thunder conquered a Hall 
of Magic colony. 

Mizar News: There are new players for 
Empires 537, 543 and 545. The Vindictive One 
destroyed an Alliya fleet and conquered their 
HW. Emp 537 changed it’s name to “Loralei”. 
Emp 545 changed it’s name to “Force of One”. 
Vindictive One and Crimson Python destroyed 
Alliya’s last fleets, destroying this empire. Blue 


Oyster Cultists conquered a Death from Above 
colony. Esadian conquered 4 Death from Above 
colonies. Emp 543 has been renamed 
“Voyager” and has become a Nomad. 


CHOZEN FROZEN GAMES 


Magika G103: The game is progressing 
smoothly as most of the Minor Artifacts have 
been acquired and the first two “teams” have 
started. The Mage’s have now entered the first 
area of difficult terrain and are driving for the 
Alignment Artifacts. A greaternumber of spells 
are being cast, but most have been non-offensive 
lately. One unusual occurrence, for the firsttime 
EVER, a Dwarf or Goblin now leads the gamein 
Spell Skill (They start the game as the lowest!). 

Magika G104: Turn 0 set-ups will be out in 
the mail by the time you read this. The selections 
of Races and Alignments required no secondary 
character selections and are the most balanced 
of any game to date! 

Mithra-Amrita: The game is quickly 
approaching it’send. With just2 tumsto go, only 
2 of the 4 “titles” have been reasonably decided. 
The last 2 titles and the overall winneris still up 


intheair! Final game results will be availableand 
published in the next issue! 


DAUADA GAMES 
Charioteers 

Avanti Track #1 (14 day cycle) turn results 
Tum #20 
Top Charioteer: 
FLAMES. 
Bookie Point Leader: NONE DUE TO TIE 
#1 Team by Racing %: SMITH BROTHERS 
#1 Team by Win%: SMITH BROTHERS 

Report from the Datamage for turn 20: 

Are you trying to make my life easy? Only 
apitiful 8 challenges issued thiscycle! Atleast 
GODS RUS know how to challenge. Is this the 
after effect of the RADON/SCUZZ deaths, 
don’t challenge, you'll die? If your afraid to die, 
the track is no place for you. Besides, NOONE 
died this cycle. And you wonder why I am 
grumpy, there is nothing to talk about! 

Life has its ups and downs. Lets lookat the 
upside of the coin first. Up this week is the 
SMITH BROTHERS making their debut at #1 
Racing and Win %. Also up this week is 
SILENT FANG ournew TOP CHARIOTEER. 


SILENT FANG of the 
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Down this week was WHO DO VOODOO. A 
0-0-6 tum out really hurts thatrecord. Youmight 
wantto take note that WHO DO VOODOO also 
debuted at #1. 

WE R DANGEROUS pulled off a 5-1-0 
record for the cycle. That caught my eye. Now 
for the hard part, do it again! SPEED KILLS 
debuted this cycle with a 0-3-3 cycle record. 
Experience is the best teacher, even if the first 
lessons are hard. 


Tum #21 

Top Charioteer: ARROW of WE R 
DANGEROUS 

Bookie Point Leader: ARROW of WE R 
DANGEROUS 


Top Team by Racing %: SMITH BROTHERS 
Top Team by Win%: SMITH BROTHERS 

Report from the Data Mage for turn 21: 

WE R DANGEROUS returns to the TOP 
CHARIOTEER as ARROW tossed SILENT 
FANG off the top ofthe hill. What is this lately 
with the rotating TOP CHARIOTEERS any 
way. Can’tanyone keep a grasp on the top rung 
of the ladder? 

SMITH BROTHERS converted a 5-0-1 turn 
into another cycle as TOP STABLE RACING 
and WIN%. What goes up, must come down, 
sooner or later. I’m sure the SMITH 
BROTHERS would prefer later. On the other 
hand what goes down must come up, right? 
SPEED KILLS jumped up 5 notches riding in on 
their 4-1-1 turn to jump from last place to 8th. 
Nice job both of you. 

Oh oh, the DATAMAGE is being nice, 
what’s he got up his sleeve? Ah not much, say 
I, just a piece of advice. Charioteers that don’t 
put lots of contro] into making those turns in the 
inside lanes get a free trip to the infirmary. 

Yuck, I can’t be nice too long, it hurts. 
COWARDS ALL, all except GODS R US who 
posted the most challenges, but still a paltry 
number of challenges this cycle. Certainly 
CHARCOAL is no coward. He challenged the 

TOP CHARIOTEER, his reward, a second 
place finish but he still beat SILENT FANG. 


charioteers are letting your foes off too easy. 
The fans are grumbling that they want more 
blood, but so what is new. They are fickle 
anyway. One minute they scream for blood and 
when they get it they are disgusted by it. 

Ouch, 0-0-3 has to hurt. The FLAMES sent 
three of their charioteers away to be power 
sources for the long boats. “Row, row, row, your 
boat...” Are you sure you sent off the right 
three? 


Ishadara Track #2 (28 Day cycle) 
Turn #5 
Top Charioteer: SEXTIUS of the BLUES 
Bookie Point Leader: SEXTIUS of the BLUES 
Top Team by Racing %: BLUES 
Top Team by Win %: BLUES 

Report from the Data Mage turn #5; 

Sorry folks its your lovable Data Mage, back 


32 Paper Mayhem 


again, sort of like that spicy dish you had for 
lunch. 

No down challenges? Either everyone is 
getting brave or they fear my poison pen. And 
who’s the bravest of the lot? ZENAZ up 
challenged Trebonius by 25 points. Bravery has 
its awards, but ZOOMA ZOOMA got the odd 
man out position and trounced ZENAZ and 
TREBONIUS. ` 

Poor BUCK-THE-TIGER, the long odds 
went against you with an 0-5-1 turn. Atleastno 
onedied. To add salt to the festering wounds, the 
Kicking Them When They Are Down Award 
goes to SEXTIUS who defeated ZEPHO to take 
the TOP CHARIOTEER award, At least no 
one died. 

The team who’s name is one the tip of 
everyone’s tongue this turn is BLUES. BLUES 
now holdsamonopoly on the awards. Are you 
going to let that stand? I sure hope not. Nothing 
is more amusing than a good feud. 

In the never give a sucker an even break 
department, say hello and good bye to BARF 
BAG who got his papers transferred to the 
Sewer Muckers Guild after his spectacular 
second place finish. Guess NERO’S COMET is 
pretty picky these days. 

A little aside here. The longest never been 
defeated record fell to SCUZZ over in Avanti. 
He then set another record by being the first 
charioteer to die in arace that there was only one 
sole survivor. Lets just say its going to be ahot 
time in the old town when those three teams 
match up again! 


Turn # 6: 
Top Charioteer: SEXTIUS of the BLUES 
Bookie Point Leader: SEXTIUS of the BLUES 
Top Team by Racing %: BLUES 
Top Team by Win %: BLUES 
(AGAIN!) 
Report from the Data Mage Turn #6 
“Me neither, ouch that would have hurt ifhe 
hadn’t landed on his head.” Elric replied as he 
glanced downat the racing program. “Not going 
to be much to report on this cycle is there?” 
“Can’t you do something about the fans 
throwing rocks at the charioteers, look she 
missed a perfectly timed slash because of it.” 
“The guards search them since that fiasco 
where they tore the place apart, but some times 
things slip through.” Elric groaned as he glanced 
tothe lastrace. “You mean to tell me that Sextius 
didn’t challenge anyone and is racing two of the 
prisoners. Egad’s this is going to be a poor 
cycle.” 
“Indeed, but there are two new teams. 
UNEMPLOYED GODS transferred from 
Avanti, and SEACOAST is having a rough start, 
but I think a couple of races under their belts and 
they will get the hang of things. This new system 
where they can ram each other and attack each 
others horse teams seems to have thrown 
everyone a bit off balance,” 
“TREDONUS has seemed to have gotten 
the hang ofit, though.” 


“Nay, look at the wins and how they got 
them. From foes flipping over in the turns. Once 
they figure out that the closer to the inside wall 
they go the more control they need on their 
chariot, they’1l do fine, trust me. (MAJOR HINT 


“Kept the healers busy, that’s forsure. What 
happened down in Avanti with that double death 
race and all that?” ; 

“Oh one of the teams stormed off in a huff 
and hasn’t been heard from since. The other one 
just laughed it off and took the attitude if the 
charioteer dies, then he wasn’t good enough.” 
—Excerpts from the press box conversations, 
brought to you by THE DATAMAGE. 


ENTERTAINMENT PLUS MORE, INC. 
Adventurers Guild 
[from the diary of Tolstoy] 

Today I received a letter from an old friend 
Yvonne Voo. She was kind enough to write me 
ofher latest adventure with Bumble Bounce and 
Phaul Ironwood into the danger-filled swamp 
northeast of Ciston. Here are parts of the 
letter... 

“Come back in one piece,” says Sadie as the 
party passes through the guild gate, “and don’t 
get lost in the mist!” Then with a smile anda 
wave, Sadie disappears back into the guild, 
leaving the party to head north through the 
morning streets of Ciston. The sun pushes its 
way through some clouds, but only foramoment. 
Seems a little rain may fall on the party as they 
make their way out of the city and turn northeast 
towards the heart of the swamp. 

Within an hour the party has seen a bit ofrain 
and has entered the fringes of the large swamp. 
The mist is light here, but looking forward one 
can barely see a tree, bush or pool of water only 
30 yards away. Continuing on, the party 
encounters a pair of hunters on their way back to 
Ciston who stop for a few minutes to talk. They 
goon for some time about giant rats that seem to 
be controlled by some evil force. “But don’t 
worry none,” says one, “I’m sure you’ Il be able 
tohandle it.” Whistling the melody to a bawdy 
tune, the two hunters shoulder the pole 
supporting their catch and are soon out of sight. 
The heavily forested swamp with its thick foliage 
and endless muck pools suddenly seems a lonely 
and forbidding place. Anxious to get moving, the 
party proceeds caustiously down the trail. 

Yvonne then tells of their first encounter, 
when the party turned a corner in the path and 
came face to face with a small group of bandits. 
Other than some minor damage to Yvonne from 
anarcher’s arrow, the party defeated the bandits 
with little difficulty. The cyclops that ambushed 
the party a while later managed to hurt two ofthe 
party badly and put Bumble Bounce uncon- 
scious. Events only got worse when the party 
later encountered a large bandit group, 
accompanied by a warlock and herdlings. All 
three adventurers fought valiantly, but ultimately 
were forced to retreat from these monsters. me 
nextcombat was nearly the undoing ofthe party» 


p 


as the ground was muddy and treacherous. This 
did not seem to bother the many saurians there 
intent on making Bumble Bounce a sacrifice. In 
the end, it was only Yvonne, tired and beaten, 
defeating the last saurian High Shaman. 

Even a night of rest couldn’t prepare the 
party for what they met the next day...a man-size 
frog demon. To make matters worse, the frog 
demon managed to surprise Yvonne, Bumble 
and Phaul. The unnatural strength and ferocity 
of the demon’s attacks pounded through 
Yvonne’s defenses and she was the first to fall. 
Only after her resurrection was she able to 
discover that both Bumble and Phaul managed to 
escape the demon and return to the guild, badly 
wounded, but alive. 

[Ifyou think you'd like to join the fun in the 
Adventurers Guild, see the Gameline section] 


FANTASY WORKSHOP 
Orc Ba’al 

Greetings Orc Ba’al Fans! This is Frank 
Gifforc of OBC Sports with my colleagues Dan 
Dwarfand Elf Michaels. Today, we'll rundown 
allthe action from Week 2 and givea preview of 
the Championship game. 

The first game of Week 2 featured the 
Monsters of the Midway at the Cincinnati Sweat 
Hogs. Both teams were undefeated coming into 
the game meaning the winner would be declared 
the Eastern conference champion. The Sweat 
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Hogs kicked offto the Monsters. Famine took 
the ball and started down the sideline. With 
blockers strategically positioned, it appeared 
Famine would score easily. Somehow Oberon 
made his way through the blockers and tackled 
Famine, but the Sweat Hogs were unable to 
recover the ball. Crusher picked the ball up and 
proceeded down field confidently yelling taunts 
at the Sweat Hogs. The Sweat Hogs surprised 
the monsters again. Croaker tackled Crusher, 
and this time the Hogs recovered the ball. 
Croaker threw the ball to Arm Pit who had snuck 
down to the other end of the field. Although the 
pass missed the mark by a longshot, there were 
no Monsters in the vicinity, so Arm Pit was able 
to pick the ball off the ground and take it to the 
endzone fora score, Following the kick off, the 
Sweat Hogs were able to cause a quick turnover 
and score again before half time. The Sweat 
Hogs received the kick offin the second halfand 
slowly moved the ball towards the endzone, 
scoring again with almost no time left in the 
game. The final score was Sweat Hogs 3, 
Monsters 0. 

The other game of significance was the 
Grave Robbers from Outer Space at the 
Washington Greenskins. With awin, the robbers 
would be able to claim the Western conference 
championship. The Greenskins kicked offto the 
Robbers. Valeniar took the kick. He gave the 
ball to Vultar, who used his speed to get around 


This game Kicks! 
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the Greenskins. Before they knew what 
happened Vultar was in the endzone. The 
Greenskins answered speed with strength. 
Stinky took the kick and handed off to Frightful. 
The entire team surrounded Frightful and 
lumbered down the field repelling the Robbers as 
they tried to attack. The Robbers used a 
combination of strength and speed to score next. 
Using the strongest players, they punched a 
whole in the Greenskins’ line and sent Vultar 
through it. Ghastly was able to run down Vultar 
and tackle him, but the Greenskins failed to 
recover the ball. Gizmonix was able to pick itup 
and run to the endzone for a Robbers score. At 
the start of the second half, the Greenskins tried 
anew strategy. They sent five players to each 
side of the field leaving the ball carrier in the 
center. They waited for the Robbers to react and 
threw the ball to LitlUn where they had they felt 
they had the best match up. The Robbers were 
quick to react. They took the ball away and ran 
itin foratouchdown. Having learned from the 
mistake, the Greenskins employed the same 
strategy they used in the first half which yielded 
the sameresults. Unfortunately for them it also 
ate the remaining time giving the Robbers a 3-2 
victory and the Western conference champion- 
ship. 
In other week 2 games, the CowOrcs 
defeated the Sore Losers 3-0 and Poudre 
Pandemonium is leading the Mutant Ferret 


Gunners is a game of gothic horror in which players are 

` allowed to create from 2-5 characters. 

ZN This game is set in 2069 LA where drug dealers and gang 
41 members rule the city, it is your job to bring these 

4@¢ criminals down and restore peace to LA. Gunners is a 

le unique game in the fact that we include an audio cassette 
with cach turn that fleshes out the mood of the game. 
Gunners get to choose from Zombie, Werewolf, Vampire, 
and Human character classes; use magic, guns, and 
martial arts to defend themselves. We have quality laser- 
printed results an awesome professionally illustrated 
rulesbook with color cover, and our turn fee is only $4.00, 
(This is a very cheap fee for all you get) 

Cool cars, Hot babes, and a great weapons selection, 


Start-up kit includes: First turn free, Rulesbook, Map 
sections of LA 2069, Additional rules, LA lottery ticket 
(Game use only), and the latest issue of LA Times 2069 
(Gunners newsletter). 

Start-up kit: $15.00 

To get started send check or money order to: 


Rebel Games | 
1324 W. 42 S. #3 | 


Wichita Ks, 67217-4377 


(316) 529-3836 
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Marauders 3-0 after 27 turns. 

With both conference championships deter- 
mined, we can look ahead to the Dark Realms 
Cup game. Grave Robbers from Outer Space 
will play at the Cincinnati Sweat Hogs. The 
Goblin Gambling Guild has chosen the Sweat 
Hogs to be 1/2 point favorites. The match up 
should prove to be quite interesting. The 
Robbers are probably the highest powered 
offense in the league. They have scored a 
touchdown in only five turns on several 
occasions. On the other hand, the Sweat Hogs 
are incredible on defense. They have NEVER 
given up a touchdown. This should bea good 
one!!! 

Join us next week when we’ll give you the 
results of the title game as well as the league 
leaders from the inaugural season of Orc Ba’al. 

Centurion 
HALL OF FAME (Individual Winners) 


Game Player Name Century Name Side 
18 Bob Bost Kargad Krushers RL 
24 Kevin McGroarty Atomic Dustbin RL 
25 Robert Benedetti Blue Angels TOG 
26 Charles Hansbrough Iron Wind TOG 


27 Charles Hansbrough Statistical Anamoly RL 


TOP GUNNERS (May 8, 1995) 


Gunner Name Kills Side Century 
1. Pmc Thomas Smith 4.221 MERC Iron Wind 
2. Pme Moss 3.771 TOG The Black Company 
3, Pmc Edward Smith 3.095 MERC Iron Wind 
4. Pmc Rose 3.052 TOG Black Orchid 

5. Pme Colin Smith 2.989 MERC Statistical 
Anamoly 


6. Pmc Carden Counter 2.874 MERC Iron Wind 
7.Pmc Herbie Hancock 2.862 RL Kargad Krushers 
8. Prnc Augustus 2.804 TOG Caesar's Legions 
9. Pmc Tommy Statstein 2.791 MERC Statistical 
Anamoly 


10. Pre Altaira Falken 2.781 TOG Wolf Pirates 


TOP CENTURIES (May 8, 1995) 


Century Name Kills Side Player Name 
1. Iron Wind 20.345 MERC Charles Hansbrough 
2. Statistical Anamoly 18.983 MERC Charles 

Hansbrough 
3. Blue Angels 15.502 TOG Robert Benedetti 


TOG Jeff Schaeffer 
TOG William R. Keyes 
TOG Art Pruyn 
TOG Bill Russ 
TOG Patrick M. 


4. Caesar’s Legions 14,943 
5. Caesar 14.841 

6. The Lost Company 13.808 
7. The Black Company 13.473 
8. Render Unto Caesar 13.373 
Rodgers 

9. Black Orchid 11.230 TOG Gordon Monson 


10. Wolf Raiders 11.111 TOG Brian Sharwood 


FLYING BUFFALO INC. 
Recent Winners of Flying Buffalo Games: 

Battle Plan: BP-1192, Patrick Kelley. BP- 
1211, Tim Flaherty. BP-1216, Chris Holderead. 
BP-1222, Mark Corr. BP-1223, John Erving. 
BP-1224, Matthew Murawski. BP-1225, Steve 
Allen. BP-1226, Frank Riskey. BP-1227, Steve 
Allen. BP-1228, Sam Tolson. BP-1230, Mark 
Corr. 

Election Year: EY-6, Jason Sato. EY-7, 
Lin Goldstein. EY-8, John Kwong. 

Feudal Lords: FL-131, David Tiffany. FL- 
132, Brian Robinson. FL-133, Thomas Cardoza. 

Mobius I: MO-73, Dennis Fisk. MO-S/60, 
Bruno Loepfe. 

Nuclear Destruction: ND-810, Rodd 
Ralston. ND-811, John Boston. 

Starweb: SW-1203, John Symons. SW- 
1214, Chris Raynard. SW-1216, Mark Pfister. 
SW-1220, Mitch Abbate. SW-1222, Barry J. 
Williams. SW-A1211, Mark Gollnick. SW- 
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A1217, Linda Rummell. SW-M/160, 4-way tic: 
John Gardner, Ronald Blake, Michael 
Hammerschmitt, Howard Neuschaefer. SW- 
AM/162, David Tiffany. SW-AM/165, William 
Peeck. SW-B/25, Tim Flaherty. 

World Wide Battle Plan, Real Forces, 
the winning alliances: WW-96, Alan Lemberg, 
Shane Martin, and Wade Dube’. WW-125, 
Mike Rajkowski, Bill Muriella, and Phil Cressey 
Jr. WW-138, Glen Newman, Bill Muriella, 
Juseph Hix, Michael Rajkowski, Dave Hudnall, 
and Andrew Dillon. WW-142, Eric Scholwin, E 
Rauwolfa, Steve Crossman, and Jon Charters. 

WWBP, Equal Forces: WW-A120, Michael 
Corey. WW-A126, Rick Loomis. WW-139, 
Jeff Gargrave. 

WWBBP, 1939 Games: WW-106, Christo- 
pher O’Hara. WW-127, Shawn O’Connor. 
WW-134, Christopher O’Hara. WW-135, Steve 
Vierra. WW-140, Kirk Petty. WW-141, Richard 
Parkman. 


FRACTAL DIMENSIONS 

A Duel of A Different Color 
Awards: Catadu University pays tribute to 
the Instructor of the Knights of Daze who 
recently accepted the award of Tinthood by 
establishing a complete team of students thatall 
have achieved Tint level. The Instructor of the 
Sound and Fury, who in the past has received 
an award for guiding his team to Tinthood, 
celebrated accepting the coveted Shadehood 
certification. The Council of Colours send their 
congratulations to all those who have received 
an award this period and bask in the golden light 
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oftheir accomplishments. 
From the Morgue: During the period 3/4/ 
95 - 4/15/95, two outstanding students have 
fallen in the face of the dueling examinations. 
The Council of Colours, along with the entire 
staffand faculty of Catadu, mourn the passing of 
these students. There memories shall be honored 
and their names shall be engraved in the Tower 
ofPeace forevermore. Our sympathy goes out to 
the surviving members of each team and their 
instructors. HOLA! 
Mar 4:Pyrolisk - Flamethrowers by Ander - 
Shades of Twilight 
Wisdom - Magi of Hungry Valley - by Faltik 
- Astral Tide 
Tournaments: The Festival of Colours has 
finally started. To kick off this seasonal event, a 
parade in the traditional fashion ofa university 
homecoming was marched along the main 
streets of Catadu. Festival events have been 
planned for the next two weeks leading up to the 
first round of the Tournament matches. 
Multicolored tents have been erected outside of 
Oxley Arena. Vendors from all over the 
Continuum have been invited to participate. The 
food tent, with its many exotic and mouth- 
watering scents, has been crowded since day 
one. Students and faculty alike are often seen 
sampling the cuisines from the seven galaxies. 
The artificial cold climate of Catadu has given 
way to the Spring time warming season. The 
schedule ofthe first round Tournament Matches 


Phoenix- Gamer's Den has granted us the postal license for this 


elegant game of galactic warfare. Complete turn forecasts and error 
checking make your turns almost error-free. 


has been posted in Rounding Square. All 
instructors area advised to please read the 
posting and guide your students accordingly in 
their strategies against their opponents. The 
Council sends their “Best Wishes” to all. 
Postings of all divisions matches and previous 
round winners willbe on display in the square and 
forthcoming. All tournament matches will be 
held concurrently with the regular dueling 
examinations. 

Campus and Dunbar’s Rumors: The 
Sound and Fury’s Black Martin was both 
surprised and pleased at his recent opportunity to 
duel with Bollo ofthe Winter Flowers. Bollo has 
been a famous name at Catadu since Martin’s 
admission to the University, and Martinis excited 
at the prospect of having his own name gain that 
kind of recognition... Backlash is occurring 
against the only eb’nel in the Indigo college, 
Dartheo of the Warlocks of the Mist. Apparently 
slurs such as “go drink your orange juice” and 
“Eb’nels are just big stupid tanks who don’t 
deserve to know REAL magic” were painted on 
his locker during kis last duel. Campus Security 
promises that they will add it to their ever 
increasing work load... Alas, another student has 
been sent to the locker rooms. Water 
Extinguisher, now former member of the 
Flamethrowers, has finished his last duel at 
Catadu. After his past loss to Suky Snobbs of the 
Conqueror Worms, the Extinguisher was seen 
talking to his mysterious instructor, MASQ. 


Llueky is a Growing Llama 


Now you can play five great play-by-mail games with Llucky Llama Games. No matter which of our games you 
play, you can expect friendly service and timely turnaround. Pick from one of the following great games: 


Odyssey- Also from Gamer's Den, Odyssey is a detailed fantasy 
game of exploration, conquest and character development. Available 
soon for postal players, Odyssey offers something for everyone. 


You Rule!-a strategic wargame with a fantasy theme. 


Consistently rated highly in Paper Mayhem! Ask about the exciting 
new version in playtest now. 


Adventurer Kimgs- the classic fantasy wargame with an 


emphasis on roleplaying. Use the excellent front-end program Saga 
to aid you. A custom color map details your realm. 


Krahlizek- Try this intriguing game of abstract warfare. It is 


simple enough for beginners but deep enough to capture the interest 
of veteran PBMers. Receive a custom color map with each turn. 


Later it was announced that team Flamethrowers 
had extended an offer of recruitment to Blazing 
Hunter, a zaxk from, you guessed it, the Red 
college. Hunter, an interesting prospect, is a very 
small zaxk who has shown great promise in kis 
studies. Dare we report anymore? The 
administration would like to wish the Extin- 
guisher good luck on his endeavors outside of the 
university. Did we mentioned that the Continuum 
is in a galactic wide depression? Oh well, one 
more for the dole... The Sound and Fury’s 
instructor has informed his students that if 
anyone of them is “one punched” and removed 
from a duel in the first round in the future, they 
will be looking for second rate jobs in the private 
sector... Campus Security was summoned to the 
living quarters of the Warlocks of the Mist on 
Friday. Upon their arrival, they had to stop a 
magical battle between Shendar, ahuman from 
the Green College, and Beldas, an abooda from 
the Blue College. Apparently, Shendar tried to 
pinch Beldas on the posterior for not wearing 
green on “St. Patrick’s Day”. The skittish 
abooda responded by bucking, striking Shendar 
in the chest and sending him flying across the 
room. Shendar arose enraged! He sent a strong 
Quills of Cactus spell toward Beldas, who, 
luckily, was quick enough to erect a Waterfall. 
The battle ensued. Lord Bogg convinced 
security not to detain the two, butthe Warlocks 
will surely be heavily fined for structural 
damage... Sierra of the Crystal Shards was seen 


Llucky Llama Games 

80-Q N. Cabrillo Hwy. #226-P 
Half Moon Bay, CA 94019-1667 
Internet: llucky@erl.com 

CIS: 74044,328 

phone: (415) 712-0283 

fax: (415) 712-0284 
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to exchange harsh words with Vorn of the 
Warlocks of the Mist at Dunbar’s. Following the 
exchange, Sierra spit in Vorn’s face and left. It 
can be speculated that only the watchful eye of 
Dunbar’s bouncer (a retired instructor of magik 
from our own Catadu) prevented more vigorous 
hostilities... Bloodshot of the Rising Sun was 
heard saying, “Me.. Duel in the Tourney?.. 
‘fraid ‘ot. I get enough ofa workout in the regular 
exams.. But anyone who gets in me way to the 
food and drink tent, best beware... heh heh...” 
Pierre and Bollo of the Winter Flowers have 
been seen behind the MagAg Building practicing 
radically new strategies for the upcoming 
tournament with their instructor... Dunbar’s was 
the site of a Royal Rumble last Saturday 
Afternoon when Lord Bogg and Instructor 


Adanac had words over some recent events that 
has open a few wounds between them. Coming 
to the aid of their respective instructors, the 
Warlocks and Shards decided to “settle” their 
discussion outside the chambers. The fight was 
well underway when the Black Color showed up 
with five Wraiths to “calm” the situation. 
Fortunately, Dunbar’s emerged unscathed. The 
Black Color asked the two instructors to settle 
their disputes in the chambers next time... Friday 
night brought the newest members of the Deadly 
Spectrum into the dark, foggy nightlife of 
Catadu. Team captain Torchy along with his 
stone-faced instructor, introduced the four 
replacement members of his team to the Dunbar 
traditions. Whenasked why the old members had 
been replace, Torchy just shrugged and pointed 


toward his instructor. “They were never TOP 
TEN material.” Pierre and Bollo were sighted 
over at the Muenscher Poisonous Plants Garden 
speaking with the head Herbalist Claytoad, a 
totijij. Last minute preparations for the 
Tournament? Will See... Bloodshot was 
overheard grumbling over his grog at Dunbars, 
“Ifit wasn’t for the shear number of Duels by the 
Winter Flowers, the Rising Sun would be the top 
team on campus.” After a briefrise to fame, the 
instructor of the Freemages has disappeared, 
gone on sabbatical, or simply retired. The 
members of the Freemages have been rumored 
to be drinking heavily of grog, missing training 
sessions, and, generally, being disruptive during 
thermology classes. Serious consideration is 
being taken by the university to dismiss the team 


PAPER MAYHEM BACK ISSUES 


Backissues of PAPER MAYHEM are still available. Below are issue thatare still available, listed with articles and reviews thatthey contain. for each order forbackissues, included $1.25 
for postage and handling. For 2or more issues requested, an additional 70¢ extra perissueis to be addedafter the initial $1.25. All backissues are first come, firstserve basis, so give alternative 


choices in the event your selection(s) have been sold out. 


BACK ISSUE SPECIAL! For $12.00(this includes postage and handling) you can have 4 backissues of your choice. Or to give youa better deal, 6 issues for $17.00. And our final deal 
is issues for $22.00. Just choose the issues that you want, along with alternative choices in case one of your selections is sold out. Listyour back issue choices below. This offer is goodin 
the US and Canada ONLY. Payment for Canadian orders is to be via International Money Order in US funds. Canadian checks can NOT be accepted. 

EUROPEAN BACK ISSUES - Single issues are $8.50 each. Specials - 4 issues for $30.00; 6issues for $45.00; 8 issues for $59.00. AUSTRALIAN BACK ISSUES - Single issues are 
$9.50 each. Specials -4issues for $32.00; 6 issues for $48.00; 8 issues for $63.00. All foreign backissues are sent Airmail. Payments should be paid in International Money Order in US funds. 


#21 Company Commander, Heroic Fantasy, Out Time Days, Supernova 

#24 State of War, It's A Crime!, Alamaze, Ad Astra.......ssssssecssssssssssseesssssnsesessnes 

#25 Fleet Maneuvers, Crack of Doom, Epic, Duelmaster, Alamaze, It's A Crimel.. 
#26 Supernova II, Alamaze, New Order, Starmaster, Hyborian War .......-.sssse 


#27 Midgard, Galactic Prisoners, Feudal Lords, World War, Hyborian War.. 


#28 Stat-Sports & On-Paper Baseball, Fleet Maneuvers, Supernova Il .......-+++ss»+» 


#29 Domination, Quadrant Wars, Arena Combat, Survival Challenge, New Order, Supernova 


#30 S.A.B.R.E., Warp Force Empires, Alamaze, Domination, Feudal Lords.............. 


#31 Civil War, CTF 2187, It's A Crimel, Hyborian War, BSE 
#34 World Wide Battle Plan, PBM Baseball........... 
#36 New Dawn, Venom, The Weapon 
#37 Galactic Prisoners, Domination, CTF 2187, Conquest, Fleet Maneuvers .. 


#38 Supernova Il, Into Infinity, Space 101 ...sesscssssessssseecsssssesssseesssseessonsssessnecsssnsecsssnnesssens 


#40 Supremacy, Into Infinity, Conquest, Orion Nebula, State of War, World Wide Battle Plan 
#45 Adventurer Kings, Takamo II, Land of Karrus, Space Combat, The Next Empire ....... 
#49 CTF 2187, Gameplan, Hyborian War, Alamaze, Victory!, Powerstar, Out Time Days 


#54 Cosa Nostra, Monster Island, Heroic Fantasy, Sirius Command .....-+vecssesssessesnerenes 
#55 Cosmic Crusaders, Conquest, Bliss, Atlantrix, The Next Empire, CTF 2187 ......ss-sssvee0 
#56 Portinium, Stand & Deliver, Adventurer Kings, Swords of the Gods, Quest of the Great Jewels... 
#57 Middle-Earth PBM, Portinium, Victory!, Cluster Lords, Cosmic Crusaders, Realms of Fantasy .... 
#58 Stand & Deliver, Family Wars, Warriors & Wizards, Lords of Destiny, World Conquest .... 


#59 Warriors & Wizards, Darkness of Silverfall, Monster Island, Gladiators of Death ........... 
#60 Lords of Destiny, Land of Karrus, Stand & Deliver, Armageddon's Aftermath, Gameplan 
#61 Swords of the Gods, Glory II, Fleet Maneuvers, Illuminati, Crystal Island, Starglobe, Alamaze .... 


#62 Star Quest, Fleet Maneuvers, Sirius Command, Galactic Overlord, Armageddon Aftermath. 
#63 Fleet Maneuvers 3-D, Continuum, Out Time Days, Stand & Deliver, Throne of Rhianon.. 
#65 Portinium II, Centurion, Coup d'Etat, Middle-earth PBM, Portinium, Murder! ........... 
#66 Gladiators of Death, Middle-earth PBM, Krahlizek, The Bloody Blade 

#69 Blood, Gore & Guts Across The Galaxy, Quest, Smuggler's Run, Hyborian War, Tracks 
#70 Urban Empires, Jurien Range, World Conquest, Cosmic Crusaders 
#71 Star Quest, El Mythico, Star Fleet Warlord, Throne of Rhianon, Olympia, Outpost 

#72 Adventurer's Guild, Thunder at Sea, Traveller PBM, You Rule!!, Family Wars, Out Time Days, CTF 2187 
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members. This would mean that the Blue and 
Indigo colleges would have new frontrunners... 
Heart Warmth of the Winter of Wolves 
accidentally had arun in with acreature that had 
broke from its cage in the BioMagic laboratory. 
Thecreature, know asa Mirrorling from Gamma 
4, was able to take the form of Professor Carun 
and was allowed to make an escape attempt. In 
smelling the formaldehyde-like odor from the 
creature, Heart Warmth attempted to block the 
Mirrorling’s passage to the outside. Emergency 
Pigments were summoned to the scene. Heart 
Warmth was not seriously injured, but the 
creature was transported to the Vet School for 
surgery. 


Catadu University Honor Roll 

The Black and White Colors bid congratula- 
tions to the newest teams of CU’s Honor 
Society. These teams are currently ranked the 
top fifteen best at the university. 


Team Name Statistics 

1: Winter Flowers(3) 84[1]-97-64 
2: Rising Sun(25) 39[3]-20-10 
3: Sparklers(15) 49[0]-29-23 
4: Grey Sword Circle(37) 30[4]-13-9 
5: Crystal Shards(42) 53[7]-27-9 


6: Warlocks of The Mist(59) 53[1]-14-18 


7: Freemages(30) 35[2]-23-18 
8: Sound and Fury(48) 43[2]-45-10 
9: Kaleido. Ventures(23) 43[0]-37-15 
10: Wimps of Death(35) 37[1]-56-20 
11:Flamethrowers(65) 28[1]-9-5 
12:Nightwings(7) 45[0]-100-15 
Conqueror Worms(57) 31[2]-43-19 
13:ShadesofTwilight(77)  26[1]-16-7 


14:Magi Hungry Valley(76) 21[0]-11-4 
15:KillerInc.(19) 14[1]-9-8 

Note: All teams do not have five members. Therefore, the 
teams statistics might be misleading. Actual standing are 
done by averaging the team member’s ratings. 

The Council of Colors bid congratulations to 
the newest members of CU’s Honor Society. 
Those students are currently ranked the top 
twenty best at the university. 


Student Name/Team Statistics 
1: Bloodshot/25 22[3]-8-3 
2: Pierre/3 21[1]-17-9 
3: Bollo/3 21[0]-16-14 
4: Remus/37 17[3]-5-2 
5:Gorgon/15 19[0]-9-9 
6: Divine Wind/25 17[0]-12-7 
7: Black Martin/3 15[2]-5-1 
8: Cambridge/30 12[1]-3-5 
9: Amber/42 11[4]-3-1 
10: Maurs/3 16[0]-20-12 
11: Young Swirl/30 10[1]-6-7 
12: Arpad/3 13[0]-19-16 
Cerise/42 17[0]-8-1 
13:T’roc/42 12[2]-8-4 
14: Chitter/35 12[0]-11-7 
15: Tanzanite/15 15[0]-13-6 
16: Aella/37 11[1]-7-2 
17: Beldas/59 12[0]-2-4 


18:Gilles/3 13[0]-25-13 
Vorn/59 10[0]-0-8 

19: Torchy/9 10[0]-4-8 
Sierra/42 9[1]-3-3 

20: Shendar/59 11[0]-5-2 


Toadal Chaos - The Frog Wars 

Game #10 - As of 4/25/95, Richard Wallace 
has withdrawn from playing the Kenya AA clan 
and Christopher Paul has pickup the position via 
standby. Cryptych’s Swamp has seen little 
action except fora small skirmish when a Croak 
and Dagger salamancer fireballed a salamancer 
from Gaia’s Legion. Wounds were inflicted and 
the unit retreated to safer parts. This game has 
also seen the creation and destruction of several 
Chaotic Storms. All clans are currently tied at 
zero for victory points. 

Game #11 - Differing completely from 
Game #10, this game has been anything but 
boring. On the very first turn, the Marsh Mallow 
Cove conjured a malicious Chaotic Storm which 
killed two citizens of Hop’s Lot by mistake. In the 
turns that followed, we have seen a valiant three- 
way alliance of the Rebels of Hoth, Malthusian 
Nightmare, and Hop’s Lot team up against the 
Cove. A high point in combat tactics was 
displayed when acoordinated effort between the 
Rebels of Hoth and Hop’s Lot, teleported a frog 
archer to a hill to shoot and wound one of the 
Cove’s basic frogs. This tactic used a 
salamancer from each team to gateway teleport 
the archer half way around the playing board to 
a position advantageous for a bow attack. But 
even in the face of great tactics and strategy, the 
Marsh Mallow Cove has been fairly resilient. 
They have taken the lead in victory points 
followed by the Rebels of Hoth and Hop’s Lot. 
Onenagging question is when is the Innsmouth 
clan going to make their move? This game is also 
played on the same Cryptych’s Swamp map as 
Game #10. 


LLUCKY LLAMA GAMES 
You Rule! 

John LeLange and Del Wilson have won 
game 5 of You Rule! Del and John worked 
together the entire game and on turn twenty 
brought their alliance to a successful conclusion. 
It would have been over much sooner had it not 
been for the staunch defense of Jamie Norton 
(Silk), Curt Day (Dayo), and Jeffery Hammer 
(Ironheart). Meanwhile, in the northwest 
corner, David Cook (Cotan) defeated his arch- 
enemy Viper after a prolonged war and built up 
a very impressive set of defenses that were 
never challenged. 


Position/Player Score Points 
EZDuzzlt/Del Wilson 315 12.00 
Toughy/John LeLange 250 12.00 
Silk/Jamie Norton 253 7.00 
Cotan/David Cook 208 5.00 
Ironheart/ Jeffery Hammer 110 4.00 
Dayo/Curt Day 108 3.00 


Two players have successfully completed 


solo games recently. George Kitchen has won 
game 14, defeating Llucky on turn twenty. 
Derwood Bowen has won game 38, overcoming 
thatsame wily llama on tum 18. Will anyoneever 
break David Ondzes’ record of ten turns for a 
solo victory? Of course, David was already an 
experienced player when he set that record. 


MARGUERITE DIAS 
Kavernes 

Another? 

Another one. 

Who? 

Frank. 

Frank who? 

Just Frank. 

What are we talking about, you ask? 

He was a daring explorer run by Frank White 
ofColfax, WA. Frank had imagined he had the 
worldin the palm ofhis hand. Big mistake. Last 
mistake, in fact. Of course, the Kavernes has a 
way of doing that to people, reducing them to 
mere memories. 

If only he hadn’t gone into those dank 
subterranean passageways. 

And there are others to worry about still! 

Explorers like Larry Regan, Guy Runestone, 
Nicholas Gryphon, Evan Advent, Tekoa Am Xri, 
Ravenscroft and Henri Des Loin are courting 
death (or worse!) with every turn. Some laud 
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CHARIOTEERS 


A picture is worth a thousand words. 
Need we say more? 


100% Computer Moderated 
14 and 28 Day game cycles 
NO HIDDEN OR SPECIAL ACTION 
FEES. 

Sliding scale turn fees, with $6.00 
maximum turn fee 

Free Turn newsletter, 

For free rules and setup: 


DAURADA GAMES | 


PO BOX 3223 
BEVERLY, MA 01915 
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them as brave adventurers, while others hiss that 
they are fools to repeat what happened to the late 
lamented Frank. 

Who will be next? Most assuredly there will 
be a next to succumb to the fatal charms of the 
Kavernes, which never tires ofits visitors. 

Our advice? 

Caution is good. But if a person was 
cautious, he’d probably have never gone visiting 
his local curio-dealer in the first place. 

What then? 

Gut instincts. Pay attention to them...or it 
will otherwise quite possibly be the beginning of 
the end...just as it was for sorry, deluded Frank. 

A shame really. Frank had such potential. 
He saw a bright future within the darkness of 
Kavernes...too bad his future was rudely 
extinguished by a subterranean realm which 
knows no pity. 


New Dawn 

One of the least appreciated aspects of New 
Dawn is its food. Take the Sweete Inn, for 
instance, which has helped soothe the cravings 
of many an Extraordinaire adventurer. Located 
within the South District of Sector 182-175 of the 
cosmopolitan city of Casbah, the Sweete Innisa 
wondrous tavern which treats visitors upon their 
arrival to the most melodic sound of gurgling, 
rushing water from a nearby brook, even as the 
rustle of wind-kissed trees fill senses and pique 
appetites for menus of Voop-style food. The 
places culinary fare, orchestrated by Chef 
Antonia Francisco is pare down, but well- 
prepared, her restraint serves her and her diners 
well. The Sweete Inn fare features a dozen 
appetizers, including soup and salads and about 
as many main courses for the many hungry 

residents of New Dawn. 

Sweete Inn salads such as simple hearts of 
romaine with an anchovy dressing and kreel 
cheese couldn’t be better for many of the people 
which come through its door. The soups, which 
change nightly, are just as basic and satisfying; 
particularly popular offerings are artichoke with 
a light broth and a rich cream of asparagus 
fortified with sweet potatoes. 

The main courses of the Sweete Inn, 
frequently accented by a slight sweet taste, are 
highly recommended by its patrons of even the 
most exotic New Dawn races. A fairweather 
duck is cooked to a succulent pink and drizzled 
with a faintly sweet port sauce that plays against 
the zing of green peppercorns; a huge lamb 

shank is served on a bed of barley with smoky 
tomatoes and the haunting sweet/acid flavor of 
pomegranate; ruddychicken breast is pan- 
roasted to a crisp exterior and propped against 
creamy buttermilk mashed potatoes and a 
pungent olive and roasted garlic sauce; fillet of 
tealfish is an intense lemon caper sauce. 

Desserts, the culmination ofa fine meal, are 
indeed stupendous at the Sweete Inn, as befitting 
its delectable name. There are over a score of 
them, ranging from the exotic chocolate layer 
torte to the double-coated pound cake to brown 
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sugar topped pudding to raspberry near-ice. 

There are few dissatisfied customers at the 
Sweete Inn, most leave pleasantly sated with the 
most scrumptious food in the world of New 
Dawn. 

Now let’s look beyond the needs of the 
stomach, since, as always, there are other tales 
to be told beyond the fabled dining rooms of the 
Sweete Inn... 

A team of respected archaeologists 
reportedly have disappeared within a vast 
underground stone castle. Some think it is 
connected to a trove of singing perspective 
crystals found near the site. 

A Kzinti nobleman has been found dead. 
Horrified bystanders claims the corpse was 
missing both an arm and a leg! 

There has been another altercation in 
Casbah’s Old Quarter between drunken Vikings 
and Orcs. This time an entire tavern was 
destroyed in the melee which followed a dispute 
over the quality of a mug ofale. 

Rumors have started that the Void faith is 
preparing for another holy war. Some still 
remember the last time Void followers went on 
arampage and the town of Iwill was reduced to 
glowing embers. 

The great wizard, Van E’E], is said to be 
soliciting the aid of a highly-skilled tracker, in 
hopes of locating and apprehending the invader 
who erased a few highly valued sheets of his 
incantations. 

A third hammer golem has been discovered 
in the Well Of Lasting Sleep. Fortunately, the 
mad creature appears to be in a deep sleep...but 
if it wakes... 

Lady Deniece is sending out invitations fora 
secretive party. All those invited must come in 
costume and must not reveal their true names to 
the others in attendance. Local gossip claims 
that the lovely servants of the Lady Deniece are 
to provide the main entertainment for the select 
guests. Hmmm...what does the scheming Lady 
Deniece desire now? 


Cyberfringe 

Trouble as usual on the Net. 

A new gang is forming. Known as the Ten 
Watts, they operate in a series of looping 
personal cybernetworks. The password is so 
obscure and cryptic that the megacorporations 
don’t know where to begin their tracing efforts. 

And that’s notall. 

There are hints that artificial intelligences 
are maintaining their own networks...outside the 
law of the megacorporations! But how do you 
tellareal life from cyber life to artificial life? No 
one knows what the ultimate test would be. 

And power grids on the Earth Cybertronic 
Network are again being raided in a most obvious 
fashion. The power consumption levels have 
gone up substantially and megacorp officials are 
not amused in the least. Word is out that Nevis 
Browne, whose alias is the True Eradicator has 
been contracted to find the source of energy 
leakage. 


o 


Finally, a new setoftools has been released 
on the Net. Called the Three-Six Implements, 
they are supposed to allow even amateurs the 
opportunity to tamper with the ECN data 
structures. The creator of these tools. A 
shockcompjock named Bernie Waks, has been 
arrested by a squad of ECN Internal Security 
forces; there is no indication yet that Waks will 
be subjected to forced re-education. 

Welcome to 2054, the twisted world of 
silicon gangs, power-tripping Suits, devil 
software and CPU creatures. 


MIDNIGHT GAMES 
Legends 

North Island Campaign Game 7 Ends 

The NIC-7 game was the first “House 
Game” in which the staff of Midnight Games 
played. Also tested out in the game was a limit 
on troop training levels at 12 an accelerated start, 
an 18 month time limit and a point conversion 
system for the victory conditions. The game 
progressed rather quickly and then eased offon 
intensity in the mid game period with a sudden 
explosion of conflict in the last 4 months of the 
game. The Game was initially atie between the 
Elven Empire and the Saurian Nation (the later 
headed up by the designer) however a recount 
was held on items controlled and the Elven 
Empire managed to push over the top winning the 
game 53 points to 50 points. Also strongly in at 
the end was the Western Kingdom of Solara at 
35 points, the Eastern Alveran’s at 32 points and 
the Troll King at 30 points. 

Congratulations go to Robert Lohman, David 
Marsh, John Zapisek as the Elves and the 
Runner up Saurians: Jeremy Paulson and Edi 
Birsan. 

The game provided some of the testing of 
design issues for the new Legends engine, which 
now allows forthe limiting of troop levels, public 
works and advanced points for the start up 
characters. 


NLT ENTERPRISES 
Westworld 

Buzzards Rest - Law and Order has been 
restored to the town. HMC John Westly Hardin 
was seen in town. 

Widow’s Gulch - The infamous 
Tyranthraxus and HMC C.C. Clyde robbed the 
bank and wounded Deputy Marshal Axel 
Strundman. 

Lynchburg- Wild Burp and his gang robbed 
the General store, killing the storekeeper. Atthe 
same time Willow and her gang robbed the bank, 
but justice was served as two HMC U.S. 
Calvary units, Sheriff Sam Stone’s two posses 
and Deputy Marshal James B. Hickok and posse 
laid down a deadly firefight. Wild Burp and 
Willow were killed and many residents are still 
hearing gunshots in their dreams. Preacher 
Wade killed HMC Peter Smith at High Noon. 

Tombstone - Tyrel Corbin killed HMC 
Frank Hicks at High Noon. HMC Jesse James 
was reported seen at the cathouse, the madame 


has refused comment. 


PRIME TIME SIMULATIONS 
World Conquest 

Game 136 - Finally! DON WALLACE has 
won his lst WC victory, and it was worth 150 
Victory Points. This must feel pretty darn good 
since Don chose this game to turn the tide ona 
bunch of Yankees. Hoorah! for the Bonny Blue 
Flag! The South Rides Again!!! 

Game 139 - Congratulations to Mike Kwan 
and Jim Pelton for their first WC victory! The 
victors eliminated and rolled over some of the 
finest competition we’ve seen in WC, for a 
combined 481 Victory Points! This was an 
awesome feat, as the Victory Points attests. 

Game 156 - This game has been a classic 
example of WC; four players neck-to-neck, 
racing to a photo finish! Although ROBERT 
VALLIERE didn’t end up with the highest 
number of cities, he was the first individual to 
reach 12 cities, thereby being the player to trigger 
the EOG Warning. Brett Marcotte, Don Wallace 
and Chris Dickey were worthy opponents, but 
they didn’t win...this time! 

Game 166 - Persistance and a positive 
attitude is what it took to win this game. DAN 
WARNCKE & RALPH EVANS triggered an 
End-of-Game warning earlier in the game only to 
lose 2 cities on the next turn! They quietly 
reevaluated their situation and pressed on. On 
the last turn they held 21 cities and 4 villages. 
Great win guys, you gained over 100 VP each, 
for this win! 

Game 175 - This was a patient, come-from 
behind win for STEVEN BRYDGES and was 
good for 155 Victory Points. Steven took the 
gameas a STANDBY position and pressed on to 
win even though Gleen Menser had 11 cities & 
Eric Hammond & Rob Myers had 10 cities. Its 
too bad only one can win. 

Game 178 - PHIL GEIGER isa graduate of 
NUKE ‘EM HIGH. His persistance almost 
matches his PROPAGANDA messages. 
Halfway through the game his enemies failed to 
finish him off...BAD mistake. This game was 
worth 317 Victory Points to PHIL. MODERN 
WORLD CONQUEST games are worth more, 
since you must have some regular WORLD 
CONQUEST experience, before you can play 
MODERN WORLD CONQUEST. 

Game 177 - PHIL GEIGER is the 
Valedictorian of NUKE ‘EM HIGH! This was 
his second MODERN WORLD CONQUEST 
victory bringing him 373 Victory Points! Phil has 
perfected the use of the Neutron Bomb! He 
destroys your Long and Medium Range Missile 
Launchers, neutralizing any retaliatory nuking 
and captures the cities without taking them to 
village level. Great win Phil, I guess you’ve been 
taking your own advice. No need to write 
another article. 

Game 179 - JOHN BACH’s Ist WC 
victory was worth 149 Victory Points! John took 
itto his neighbors and never looked back. Look 
for John in future Victory Circle notices... 


Game 183 - Congratulations to Bob 
Laventure for his 2nd WC win and 163 Victory 
Points! Bob's performance was awesome; no 
other player in this game came close to slowing 
him down! Now he’s stepping up to tougher 
competition, but we’re betting he’s up to it. 

Game 187 - What can you say about Bill 
Smalley and Don Pridgen and their Ist 
MODERN WORLD CONQUEST win??? 
High EXplosives!!! HEXs!!! HEXs!!! HEXs!!! 
(Is there a lesson here??) Great lobbing of 
explosives, guys! You shared 444 Victory 
Points! 

Game 189 - JIM AVERY dedicates this, his 
Ist WORLD CONQUEST victory, game to 
TOM BECKER. Tom, the original player, died 
last summer. According to Jim, everything was 
set up and ready for him to win the game. All Jim 
had to do was play logically and collect 184 
Victory Points. I think Jim had something to do 
with it to. I’m sure Tom is smiling down at you 
from Wargamers Heaven. 

Game 190 - This was a race between 
Michigan & Mississippi teams with the 
Michiganders coming out on top. This was BOB 
RUTHERFORD & DICK KINGMAN’s Ist 
MODERN WORLD CONQUEST win and it 
gave them 337 Victory Points for them to share. 
Melvin Ellis and Ben Logan are going to have to 
keep saving those Dixie Cups. Great Victory 
Gentlemen! 


WAR & PIECES 
Thunder on the Plains 

Thunder on the Plains is a recreation of the 
Sioux Indian Wars of 1876. You begin as the 
leader ofa Regiment in the Dakota Territories or 
leader of one of the 12 tribes of the Sioux 
Nations. Use historical weapons including 
artillery and gatling guns. The game lasts 18 
months with atwo week turn around. Gamesend 
sooner if Army supply is destroyed or the Sioux 
are forced back to the reservations in the Black 
Hills. Each player has total control of their forces 
and may join forces with other players or strike 
out to grab all the glory for themselves. 

There are many great positions left in game 
1 of TOTP, including the position of Colonel 
Custer, due to come into action in the major 
campaign of the spring. 

Crazy Horse’s band of non-treaty Indians 
have defied the forces of General Crook, moving 
cautiously through the spring snow. The 3rd 
Cavalry has joined the ranks at Fort Fetterman. 
Most Indians remain in their winter camps or on 
the reservations. Trappers retuming to 
Deadwood have rumored ofa vast buffalo herd 
reaching to the horizon moving through the 
Powder River Valley. A large wagon train has 
set out from the Sioux and Cheyenne. Those 
interested in joining TOTP should include a 
preference of a Sioux, Cheyenne or Army 
position. The majorcampaign is still two months 
away, but the higher ranking positions are going 
to be filled first. 
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AS OF 05/11/95 
The PBM Game ratings are ratings on the service of PBM games sent to us by readers and other PBM gamers. The games are rated 
onascale of 1 to 9 with 1 being the lowest and 9 being the highest ratings. Games that are listed have a minimum of 10 responses. 
Things to consider when rating the games are playability, design, ease of understanding the rules, and ease of understanding the 
game printouts. Only rate the games that you are currently playing. You can update your rating periodically, just send in another 
rating sheet and we will update your rating file. 


GAME COMPANY RATING RESPONSES 

1 Star Fleet Warlords Agents of Gaming 8.431 44 

2 Conquest Brass Dragon Games 8.254 11 

3 Adventurers Guild Entertainment Plus More, Inc. 8.083 30 

4 Victory! Rolling Thunder Games, Inc. 8.059 143 

5 Centurion Fantasy Workshop 8.029 17 

6 World War IV JFH Games 7.700 10 

7 Modern World Conquest Prime Time Simulations 7.666 15 

8 A National Will Simcoarum Systems 7.615 13 

9 Smuggler's Run Distant Vistas 7.600 10 

10 You Rule! Llucky Llama Games 7.593 15 

11 World War IV High Point Games 7.562 16 

12 Galactic Prisoners Grandel Inc 7.548 29 

13 West World NLT Enterprises 7.533 15 

14 Adventurer Kings Coconut Council Inc. 7.500 40 

15 Middle-Earth PBM Game Systems Inc 7.462 106 

16 Kavernes Marguerite Dias 7.437 16 
Krahlizek Aggressive Addiction Games, Inc. 7.437 16 

| 18 CTF 2187 Advanced Gaming Enterprises 7.400 45 
| Gameplan Graaf Simulations 7.400 15 
| 20 Supernova II Rolling Thunder Games, Inc. 7.366 15 
| 21 Gladiators of Death Fantasy & Futuristic Simulations 7.318 11 
| 22 Star Quest Deltax Gaming 7.277 18 
23 Atlantrix Battle-Magic Gaming 7.187 16 

| 24 El Mythico Graaf Simulations 7.185 27 
25 Suzerainty 7th Dimension Gaming 7.138 36 

26 World Conquest Prime Time Simulations 7.133 45 

27 Into Infinity Battle-Magic Gaming 7.055 18 

28 Starweb Flying Buffalo Inc 7.023 39 

29 World Wide Battle Plan Flying Buffalo Inc 6.888 18 

30 Duel of a Different Color Fractal Dimensions 6.857 14 

31 Quest/Great Jewels Flying Dutchman Games 6.846 13 

32 Legends Midnight Games 6.823 95 
33 Continental Rails Graaf Simulations 6.750 18 
Darkness of Silverfall Coconut Council, Inc 6.750 12 
35 Lords of Destiny Maelstrom Games 6.694 37 
36 Spiral Arm Graaf Simulations 6.600 20 
37 Crystal Island Saul Betesh 6.533 15 

38 The Next Empire Reality Simulations Inc. 6.476 21 
39 Evermoor II Bronze Star Gaming 6.384 13 
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40 1939 WW Battleplan Flying Buffalo Inc 6.285 14 
Cosmic Crusaders Genesis Games Design 6.285 14 
42, Feudal Lords II Graaf Simulations 6.277 18 
43 Mobius I Flying Buffalo Inc 6.222 18 
44 Alamaze Pegasus Productions 6.218 64 
45 Rimworlds Palace Simulations 6.200 10 
46 Throne of Rhianon Vorpal Games 6.076 13 
47 Out Time Days Twin Engine Gaming 6.064 31 
48 Duelmasters Reality Simulations Inc 6.016 30 
49 Illuminati Flying Buffalo Inc 6.000 25 
Quest Adventures By Mail 6.000 79 
51 Crack of Doom Advanced Gaming Enterprises 5.987 16 
52 Feudal Lords Flying Buffalo Inc 5.818 22 
53 Star Saga Infinite Odysseys 5.772 11 
54 Epic Midnight Games 5.655 29 
55 Hyborian War Reality Simulations Inc 5.653 62 
56 Monster Island Adventures By Mail 5.574 47 
57 Battleplan Flying Buffalo Inc 5.566 30 
58 Death & Sorrow Eckert Gaming Group 5.428 14 
59 State of War Game Systems Inc 5.392 14 
60 Heroic Fantasy Flying Buffalo Inc 5.325 40 
61 Into The Maelstrom Maelstrom Games 5.285 14 
62 Nuclear Destruction Flying Buffalo Inc 5.100 10 
63 Kingdom Graaf Simulations 4.733 15 


d Ships in Combat 


5 Discover exotic planets... and conquer them!) . 
Conquer, Worlds p 3 


Can you defeat 30 other players and) forge 
a new empire from the ruins of the old? 


- 


IF NOT, THEN WE HOPE YOU DIE WELL... 


a i : Write To: 2 
— Free Set-Up And Rules! Eclipse Entertainment 
P.O. Box 28397 
Tempe- AZ 85285 


Mise WN ERA is a Trademark of GOW Used Under License 
© 1995 GDW and Eclipse Entertainment, Inc. All Rights Reserved 
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PBM COMPANY RATINGS 


AS OF 05/11/95 
The PBM Company ratings are ratings on the service of PBM companies sent to us by readers and other PBM gamers. The companies are rated on ascale of 1 to 9 with 
1 being the lowest and 9 being the highest ratings. Companies are listed have a minimum of 10 responses. Things to consider when rating the companies are dependability, 
quickness of service, how well they handle player questions, how well they keep their players informed, and how well they adapt to player needs. You can update your 
rating periodically, just send in another rating sheet and we will update your rating file. 


COMPANY RATING RESPONSE 
1 Simcoarum Systems 8.538 13 
2 Entertainment Plus More, Inc. 8.481 27 
3 Brass Dragon Games 8.300 10 
Llucky Llama Games 8.300 15 
5 High Point Games 8.294 17 
6 Agents of Gaming 8.217 46 
7 NLT Enterprises 8.033 15 
8 Grandel Inc. 7.983 30 
9 Rolling Thunder Games, Inc. 7.896 148 
10 Coconut Council, Inc. 7.793 29 
11 Fantasy Workshop 7.625 16 
12 Flying Dutchman Games 7.500 12 
13 Fractal Dimensions 7.461 13 
14 Aggressive Addiction Games, Inc. 7.428 14 
15 Flying Buffalo Inc 7.364 108 
16 Maelstrom Games 279 43 
17 Prime Time Simulations 7.162 43 
18 Battle-Magic Gaming 7.138 26 
19 Graaf Simulations 7.084 83 
20 7th Dimension Gaming 6.942 35 
21 Deltax Gaming 6.827 29 
22 Advanced Gaming Enterprises 6.790 50 
23 Bronze Star Gaming 6.700 10 
24 Game Systems Inc 6.674 112 
25 Saul Betesh 6.647 17 
26 Distant Vistas 6.636 11 
Z Marguerite Dias 6.541 24 
28 Genesis Games Design 6.454 11 
29 Palace Simulations 6.363 11 
30 Eckert Gaming Group 6.250 16 
31 Midnight Games 6.237 115 
32 Adventures By Mail 5.945 101 
33 Pegasus Productions 5.842 57 
34 Twin Engine Gaming 5.840 35 
35 Vorpal Games 5.833 12 
36 Constantine Xanthos 4.900 10 
37 Yellowseed Games 4.833 12 
38 Reality Simulations Inc 4.627 86 
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Midnight Games Presents: 


THE PARK DOMAIN 


The newest LEGENDS Module! 


Then came the Night of Prophesies when a single dream was visited upon the visions of the Greatest Mages 
and the divine Icaders of the religions: 


In the tears of the heavens 
four shadows of the divine shall pray their last. 

A rainbow arch shall pierce the Darkness; it's vibrant 
gate shall banish Darkness 'til the Judgment Time. 
Before the Powers that Will to Be, shall stand a 
Champion mighty and strong. 

A Coven of the Faithful shall wait and see, 

a Kingdom of Destiny holds Tarvan for a song. One of 
Shadows shall come forth sparkling with Five Rings 
of Power. The Time will be adjudged and the 

Forces of All shall cower. 


A thousand years ago, the land of Tarvan consisted of five peaceful realms which were home to 
both Humans and Elves. They were places of magic and legend to be sure, and many a warrior and wizard 
spent their lives in pursuit of adventure. 

Then came Alaktor, an unimaginably powerful and completely evil being. Calling itself the Lord 
of Evil, Alaktor quickly subdued the princes and regents of each of Tarvan's realms tuming them into 
beings of immense evil. Calling up a demonic cloud of darkness to surround the islands of Tarvan, Alaktor 
claimed them for an impenetrable base of evil. 

Over the next thousand years Alaktor directed his Favored to wage war upon the outer kingdoms 
bordering the central sea. Twenty years ago the invasions ceased, and word came that Alaktor was gone 
and the barrier of Darkness was weakening. 

True to the prophesy, a rainbow was seen from afar, moving towards the Darkness. In a flash of 
light, it banished the cloud and the barriers crumbled away. War cries were heard throughout the lands. 
Thus the adventures of the Dark Domain begin... 


MIDNIGHT GAMES, PO BOX 280, MEDFORD OR 97501-0019 
PH 503-772-7872 BBS 503-857-8537 FAX 503-772-0636 
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THE YELLOW MINES OF TRADEWINDS 


Decord: 3.28 

Captain Flandrick was bored. He had 
been transferred from his ship the Valiant 
to the planet Tradewind. Tradewind was so 
named due to the constant high winds 
persecuting the planet’s colonists. Sand 
particles and small objects carried by 
these winds required all inhabitants to 
wear protective clothing and goggles. At 
least the atmosphere was breathable. 

Industrial and commercial goods were 
severely limited on the planet, and luxury 
items were non-existent. He hated the 
place. Flandrick found himself in this 
predicament because some bureaucrat at 
headquarters had gone through his file and 
discovered his coursework in political 
science and Government Administration 
while he was atthe academy. Next thing he 
knew he was on Tradewind, anew Brungir 
planet, with only a few thousand colonists. 
Pioneers, determined to survive and thrive 
on the new planet. Flandrick’s job was to 
promote industry and population growth 
while mining the planet’s resources. With 
help from Fleet Command, Flandrick had 
started mining type four ore on the planet. 
It was hard, dirty work and a cave-in had 
already claimed several lives. Large 
machines called borers drilled holes 
through the planet’s crust. It was simple 
work creating the tunnels. The real task 
was to extract the ore and bring it to the 
surface. This process still had to be done 
by physical 
labor. Ore 
type four 
was a yel- 
low ore that 
easily 
broke down 
into a fine 
powder. 
Powder 
created 
dust par- 
ticles that 
floated in 
the air 
around the 
mines cre- 
ating a per- 
manent yel- 
low haze. 
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By Jeff Spain 


The yellow dust also required the miners 
to wear filter masks to avoid breathing the 
yellow dust which would prove fatal over 
time. 

Ore type four was one of the five ore 
types vital to the Imperial Council in their 
war against Dark Lord Sauron. The 
Council also paid handsomely to obtain it. 
The ore that Flandrick’s crew had already 
mined could be traded for enough credits 
to build two new ships. The new ships 
enabled the empire to expand farther into 
space and absorb more planets into the 
Empire. 

It was vital work, but boring just the 
same. Flandrick yearned for the freedom 
of deep space and the joy of battle. On 
Tradewind he was stuck in an administra- 
tors role. Flandrick sighed heavily as he 
put on his protective suit. Maybe a few 
drinks at the local bar would improve his 
mood. Flandrick also strapped on his 
shortsword called a Thu-ick. The Brungir 
Thu-ick was named after the sound the 
sword made going into a humanoid body. 
Flandrick’s Thu-ick was decorated with 
rare gems about the pommel designating 
his sign of office. The Thu-ick was a 
weapon entrenched in Brungir culture and 
tradition, according to custom, a lower 
ranked Brungir officer could challenge 
his superior to a duel. If the challenge was 
successful, he moved up in rank, if not, he 
was worm food. The Brungir race was both 
hot tempered and decisive. The Thu-ick 
proved a quick means to settle disputes. 

The wind tugged at Flandrick as he 
walked to the tin shack that passed as a bar. 
Flandrick wished he had been transferred 

to amore developed planet like Hrof. The 
food on Hrof was superb and the wind 
didn’t howl like a banshee night and day. 
Entertainment on Tradewind was severely 
limited. The bar offered only cheap 
Charmar ale, not the fine Devlon whiskey 
he was accustomed to. Miners covered 
with yellow dust would come in and drink 
away the memories of the day. Both 
prostitutes and con men worked the bars, 
relieving the miners of both their 
boredom and their credits. 
A drunken miner stumbled against 
Flandrick as he entered the bar. The miner 
started to grab for his Thu-ick, until he got 


a good look at who he was about to 
challenge. Recognition finally registered 
in the miner’s eyes as he withdrew his hand 
from his sword hilt. Just as well thought 
Flandrick there was no honor in killing a 
miner, especially one besodden with 
liquor. 

Too many civilians around here, 
though Flandrick. He was use to his own 
kind; career servicemen who pledged their 
lives and their honor to the hegemony. 

Flandrick had a standing reservation at 
the table next to the only window in the 
bar. Barely visible through the swirling 
sandstorms were the Planetary Defense 
Units that loomed high over the small city. 
He was glad that they were there. Without 
the planetary defenses, any enemy ship 
could simply enter orbit above the planet 
and easily conquer it. Flandrick had heard 
the horror stories of the slave raiders 
since he was a child and the building of 
defenses had been his first proclamation 
as ruler of Tradewind. He would die 
before subjugating himself to the rule of 
an alien race. 

“There you are!” exclaimed a short 
young woman as she walked into the bar 
with her arms full of papers. The woman 
was Terri Lawson, his local liaison and 
secretary. 

“Have you forgotten that we have yet to 
do the K-6 report?” Lawson asked him 
with her eyes wide. 

“No, I haven’t,’ he mumbled in 
response. 

“Well, let’s proceed. Here are the fuel 
consumption reports and the hydroponics 
output report. Notice that we could grow 
more fuel if additional electricity was 
provided to the greenhouses.” 

Flandrick proceeded to sign forms and 
make decisions on how to allocate the 
planet’s scarce resources. It seemed that 
for every problem he solved, another 
replaced it. He had expanded a production 
plant only to run short on electricity. So 
he added capacity to the fission reactor 
outside of town. More colonists then 
came to Tradewind and the traffic became 
heavy. More infrastructure had to be built 
to support the higher population. This 
meant more housing, sewers and jobs. To 
create more jobs, he had to start another 


manufacturing plant and then he would be 
short on electricity again. The cycle kept 
repeating itself. Even worse, crime was 
increasing as the population grew. 
Smugglers and con men had set their 
sights on Tradewind and another major 
investment would have to be made in law 
enforcement. 

His was an endless and thankless job, 
but a job vital to the growth of the planet. 
The Empire needed this planet to be 
productive. It required wealth to build 
warships and only new planets could 
provide this wealth with increased 
industry and the mining of new ores for 
trade. 

Flandrick looked into his secretaries 
eager face and resigned himself to an 
afternoon of paperwork. Destiny had 
something more interesting planned for 
him. The base sirens went off, sounding 
the Red Alert. Flandrick hit his telcom 
device over his right ear and was 
immediately patched into the operations 
center. 

“A hostile ship is in orbit around us 
Captain. Automatic planetary defenses 
are responding.” 


requested for a war council." 


hundreds of worlds. 
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Flandrick felt confirmation of this as 
the ground shook from the shock of 
launching the defense missiles. The 
missiles were primitive and extremely 
short ranged, barely making it into orbit, 
but they had proven to be a cost effective 
defense against invading ships. 

Flandrick cursed. Who would want to 
risk war with the Brungir to conquer this 
windy, boring and undeveloped planet? 

“Operations, report,” Flandrick or- 
dered. 

“We scored several hits on the enemy 
vessel, sir.” 

“Have we established the identifica- 
tion of the alien ship yet?” Flandrick had 
set the Planetary defenses to fire on any 
alien ship that entered Tradewinds orbit. 
The defenses had responded before they 
had established a positive identification. 

“Yes, sir. Itis an Ashecta Probe. It 
came out of warpspace directly in orbit 
above us.” 

The probe ship was too heavily 
armored to be seriously hurt by the 
defense units Flandrick had established on 
Tradewind. The Probe ships Raxellian foil 
armor deflected both heat and kinetic 


Space, at first just faceless, turned a darker shade of black. 


DARKNESS OF SILVERFALL 


"Urgent message from the Admiral, Sir. She reports that Lord Sauran has built Battlestations and 
plans on turning Silverfall into a black hole. The entire fleet is being mobilized and your presence is 


Lord Sauran has built five Battlestations that must be found and destroyed before they prematurely 
age the star Silverfall and turn it into a black hole. 


In Darkness of Silverfall, players must band together and defeat Lord Sauran before all the worlds are 
destroyed by turn 25. The game features 50 ship types, trading activity, over 100 special abilities and 


Rules, set-up and three turns for $15.00. Rules alone are $4.00 and turns are $5.00 


The Coconut Council, Inc. 
6509 Eliot View Road 
St. Louis Park, MN 55426-2827 
Voice/Fax: (612) 797-5852 


energy. Probe ships could therefore 
survive damage that would destroy a ship 
ten times their size. Fortunately, probes 
were also unarmed. Ithad probably warped 
here at random searching for new planets. 

“The probe is moving off sir. No other 
ships within detection range.” The last 
statement meant nothing to Flandrick 
since their detection range barely ex- 
tended to geosynchronous orbit. A dozen 
warships could be within seconds of 
reaching Tradewind and they wouldn’t 
know it. At least for now they were safe. 

Flandrick ordered the rebuilding and 
upgrading of the planetary defenses. Now 
that the Ashecta knew that they were here, 
they might send a full invasion force 
instead of one lone probe. Flandrick and 
Tradewind would be prepared to meet 
them 

For more information on Darkness of 
Silverfall, contact: 


The Coconut Council, Inc. 
6509 Eliot View Road 
St. Louis Park, MN 55426 
(612) 797-5852 
CompuServe 75463,2031 


CompuServe: 75463,2031 
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CONVENTIONS 


NASFIC/DRAGONCON '95 
July 13-16, 1995, 

At the Atlanta Hilton and Towers, Westin 

Peachtree Plaza Hotel and Atlanta Civic Center, 
Atlanta, GA. Over200 attending Guests! Events 
include over 250 hours of Science Fiction, Fan- 
tasy, Gaming, Comicsand Film-related Panels, 
Seminars, Demonstrations and Workshops over 
all four Convention days, the largest and most 
diversified Dealer's Room in the South, Free 
Autograph Sessions, spectacular Costume Con- 
test, Live Music and Late Night Dances, Art 
Show and Print Shop, Locus Awards banquet/ 
Harlan Ellison tribute, Medieval Combat Dem- 
onstrations, Writer's and IIlustrator's of the Fu- 
ture Workshops, Amateur Video Workshop and 
Contest, 24-Hour Video Rooms and Japanese 
Animation Rooms, Film and Television Pre- 
views, Tournament Gaming and Live Role-Play- 
ing Events, Short Story Workshop, Robot Battles 
and Consignment and Charity Auctions. Pre- 
Registration: Weekend passes good forall four 
days are $50 prior to March 15, 1995 and $55 
prior to June 15, 1995. Memberships will be 
available atthe convention for $60. Children-in- 
tow, are 6 and under admitted free of charge; 
professional babysitting provided with paid mem- 
bership for child. Special Club Discounts are 
also available. One-day passes will be available 
atthe convention. For infocall our24-hour info/ 
fax line at (404) 925-2813 or call the NASFiC/ 
DragonCon office at (404) 925-0115. If you 
would like us to send you a full Progress Report 
by mail, call our office or write to usat NASFiC/ 
DragonCon '95, P.O. Box 47696, Atlanta, GA 
30362-0696. Youcan register by mail or charge 
your four-day membership using Visa, MC or 
AMEX by calling Ticketmaster at (404) 249- 
6400 through July 15, 1995. 


S.T.A.R.S. '95 - July 12-13, 1995 

At the Atlanta Hilton and Towers, Atlanta, 
GA. The Southeast Trade and Retailer Sympo- 
sium, a free two-day workshop for science 
fiction, comics and game retailers sponsored by 
DragonCon. For info call the DragonCon 
office at (404) 925-0115 or write to us at 
S.T.A.R.S. '95, P.O. Box 47696, Atlanta, GA 


30362-0696, 


ORIGINS '95™ - July 13-16, 1995 

International Game Fair and Expo. For more 
information write to: ORIGINS '95™, P.O. 
3100, Kent, OH 44240, Phone (216) 673-1887, 
Fax (216)673-2125. 


ARCEECON'9S - July 22, 1995 

Presented by Leisure Hours Hobbies, Ac- 
tivities included are Magic Tournament, Star 
Trek Tournament, Japanimation Festival, WWII 
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Naval Miniatures Warfare, Gaming Events and 
Silent Auction. Doors open at 9:00 am. The 
convention is located at: Leisure Hours R/C 
Raceway, 24121 W. TheodoreRoad, Plainfield, 
IL 60544. Forinformation call store at (815) 439- 
1477 or Raceway at (815) 439-1777. 


AVALONCON - August 2-6, 1995 

Be a part of the great reawakening of the 
boardgaming hobby at the Marriot Hunt Valley 
Inn in Hunt Valley MD. 

Preregistration is $30 and it entitles you to: 
Unlimited participation in asmany events as you 
choosewith no individual eventfees or"sold out" 
events, FREE admission for spectators. FREE 
junior-only events for those 14 andunder. A$10 
credit towards the purchase ofany Avalon Hill or 
Victory Games product. FREE A.R.E.A. Rat- 
ing System membership for any new member. 
Rated play ofall games upon request. Champi- 
onship plaques and merchandise credit prizes for 
all events. FREE Team Tournament competition 
for groups of four. FREE Convention program 
mailed to you by first class mail before theaction 
begins. Dedicated volunteer Gamemasters, each 
in charge of only one event. National and 
international-level competition. Beginner-level 
events for the inexperienced where the game 
will be taught prior to play. Pre-convention 
instruction kits provided by the Gamemasters for 
certain events. Perpetual plaques to record your 
victory throughoutthe history ofAVALONCON. 
Major coverage of all events in THE GEN- 
ERAL, plus ongoing updates in every issue. 
Marriott's Hunt Valley Inn—a five-star luxury 
hotel with 25,000 sq.ft. ofmeeting space. FREE 
parking in a pleasant suburban setting close to 
Hunt Valley Mall. Light Rail access ($2.50 
roundtrip) to Baltimore's fabulous Inner Harbor 
attractions. 

For more information on AVALONCON 
call 1-800-999-3222 or write to: The Avalon 
Hill Game Company, 4517 Harford Road, Bal- 
timore, MD 21214. 


GEN CON® Game Fair 1995 
August 10-13, 1995 

Join over20,000 gamers in Milwaukee, WI. 
This is the world’s largest multi-media game fair 
featuring four days of games and events. The 
game fair includes computer, military, role-play- 
ing, strategy, miniatures, virtual reality, video, 
arcade and board games--over 1,000 events in 
all. 

The GEN CON® Game Fair also features a 
million-dollar art show, dozens of celebrities, a 
costume contest, StarTrek guest, James "Scotty" 
Doohan, comic-bookartists, Japanimation, a200- 
booth exhibit hall and $10,000 in prize giveaways. 

Forinformation, senda SASE to: GEN CON® 


Game Fair, PO Box 756, Lake Geneva, WI 
53147 U.S.A. 


RAILCON '95 

The Train Gamers Association presents 
Railcon'95. Held at the Sheraton Hotel west of 
Lakewood, CO, August 25-27, 1995. The only 
convention dedicated solely to train gaming. 
Train gamers from the U.S., Canada and Aus- 
tralia will compete in the Invitational Interna- 
tional Puffing Billy Championship andthe Railcon 
‘95 Open Puffing Billy Championship. Empire 
Builder, Eurorails, 1830, 18XX variants, Rail 
Baron, Railway Rivals and more. No other 
convention will run as wide as a variety of train 
games. Guest-of-Honor will be Darwin Bromley. 
There will bea TGA annual banquet and awards 
ceremony. Preregistration of $30 covers en- 
trance fee and all event fees. For more informa- 
tion, contact the Train Gamers Association, P.O. 
Box 461072, Aurora, CO 80046-1072 or call 
(303) 680-7824. For special convention rates for 
rooms, call the Sheraton Hotel of Lakewood, CO 
at (303) 987-2000. 


GATEWAY 15: 9/1/95-9/4/95 at the L.A. 
Airport Hyatt Hotel 

ORCCON 19: 2/16/96-2/19/96 at the 
L.A. Airport Hyatt Hotel 

GAMEX 16: 5/24/96-5/27/96 at the L.A. 
Airport Hyatt Hotel 

GATEWAY 16: 8/30/96-9/2/94 at the 
L.A. Airport Hyatt Hotel 

“Alltypes of family, strategy and adventure 
board, role-playing, miniature and computer gam- 
ing. Bargains at the Flea Markets, Auction, and 
Exhibitor area. Also seminars, demonstrations, 
and special guests. Contact STRATEGICON, 
PO Box 3849, Torrance, CA 90510-3849 or call 
(310)326-9440 for more and immediate details.” 


TACTICON '95 

The Denver Gamers Association presents 
Tacticon '95. Held at the Sheraton Hotel of 
Lakewood, CO September 15-17, 1995. Over 
150 events, including Magic, Star Trek: The Next 
Generation, Civilization, Battletech, Star Fleet 
Battles, Traveller, Vampire, Empire Builder, 
RPGA Tournaments and a wide variety of min- 
iature events. Specially featured is the Golden 
Dagger Tournament forthe Diplomacy-minded 
gamer. Other events include specialized auc- 
tions, artshow, figure painting contests, seminars 
and demos. Many manufacturers will be attend- 
ing the large dealer area. Preregistration--$15 
for the weekend. For info, contact the Denver 
Gamers Association, P.O. Box 440058, Aurora, 
CO 80044, or call (303) 665-7062. For special 
convention rates for rooms call the Sheraton 
Hotel of Lakewood, CO at (303) 987-2000. 


So you thought World War III was bad, did 
you? Well, now you can start..... 


World 
ar IV 
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124 different types of military units 
Dozens of military and espionage missions 
Combined arms 
100% computer moderated 
40 players per game 
Submit turns electronically or via postal service 
Free front-end program for email turn submission 
Huge 33" x 17" world map 
Turns don't take long to fill out 
Lots of depth but very easy to play 


AAAAA 


Economic warfare, foreign aid, nuclear warfare, 
technological development, national security, 
espionage, alliances, diplomacy—WW IV has it all! 
If you've ever wanted to try your hand at full-scale, 
global thermonuclear warfare, this is your chance! 


Build everything from World War Il-era Field 
Artillery units to Air Cavalry, Attack Helicopters, 
Special Forces, Airmobile Engineers and even 
Cybernetic Infantry. Mechanized units run from 
the lowly Horse Cavalry to Motorized Infantry, 
Heavy Tanks, Self-Propelled Artillery, Mobile Rocket 
Launchers, Hovertanks and even Mobile Strategic 
Ballistic Missile launchers capable of throwing 1 
Megaton nuclear warheads! Antisubmarine 
Warfare Planes, Jet Fighters, Stealth Bombers and 
even Gunship Cargo Planes! PT Boats, Destroyers, 
Cruisers, Battleships, Aircraft & Helicopter Carriers, 


P.O. Box 1240 
Broomfield, CO 80038-1240 


z (303) 466-8600 (Voice / FAX) = 
© (303) 466-8681 (Thunder BBS) © 
CompuServe: 71370,2707 
America Online: RTGames 
Internet: RTGames@aol.com 


Set modem to 8-N-1 when calling the BBS. 


Have a question? Call us !! 


Rolling Thunder Games, Inc. 


We have two lines and can support most modems. 


Nuclear Attack Subs, Guided Missile Frigates—even 
Hovercraft, Ballistic Missile Subs and Aegis Frigates 
are in there. Thermonuclear weaponry ranges from 
tiny 1 Kiloton nukes through a variety of tactical 
and strategic warheads including neutron bombs 
and powerful 10, 50 and even 100 Megaton city- 
smashing blockbusters. Fixed installations include 
Air Bases, Fortifications, Surface-to-Air Missile 
Bases, Anti-Ballistic Missile batteries and more. 
You can even launch Spy Satellites, Killer Sats, 
Missile Platforms capable of dropping nuclear 
bombs anywhere in the world and even orbiting 
Hypervelocity Rail Guns that can pick off enemy 
orbital units! There are many, many other units 
not mentioned here.....you just have to check this 
game out—and since you can get the rules for 
FREE, what's stopping you? ; 


Oh, you want more? We offer FREE fax service, a 
FREE bulletin board to submit your turns on, a 
FREE telephone hotline and FREE support on 
commercial services such as America Online and 
CompuServe. You can download FREE rules, a 
FREE sample printout and the FREE player- 
assistance front-end program from our Thunder 
Bulletin Board Service maintained in our offices. It 
doesn't get much better than that! 


Full Setup (rules, maps & setup) $8.00 
Rules & Maps $4.00 
Rules FREE by email 
Turns $6.00 by regular mail 
Turns only $4.75 by email 


World War IV—rated the #1 strategic wargame by 
the readers of both Paper Mayhem and Flagship 
m: est See what you've been missing out on! 


I want the Full Setup! I've enclosed a check for 
$ 8.00. 


Send me the Rules & Map! I've enclosed a check for 
$ 4.00. 


FREE - Send me the rules on computer disk! I have a 
[ MAC or PC ] computer. 


FREE - Send me an information package! 


3 4 A J 


Name: 
Address: 


City, State, ZIP: 


Paper Mayhem 


‘ ANDCON ‘95-September 28-Oct 1, 1995 


_ Ohio's largest gaming convention moves to 
` Toledo! IN addition to everything AndCon is 
famous for, a full Science Fiction and Fantasy 
convention is being added. New stuff will in- 
cludean artshow, Startrek, costuming and more. 
AndCon standards include every type of game, 
including RPGA, miniatures, board games, card 
games, PBM games, live-action, computer games, 
etc. For more information: write to ANDCON 
94 PO Box 1740, Renton, WA 98057-1740; or 
call (206) 204-5815, (800) 529-EXPO or Fax 
(206) 204-5820. 


VISIONS '95 - November 24-26, 1995 

Sci-Fi convention in Chicago, IL. Doctor 
Who, Sylvester McCoy, Sophie Aldred, Anneke 
Wills, Michael, Craze, The X Files, New Doctor 
Who, Red Dwarf, Hattie Hayridge, Norman 
Lovett, Babylon 5, Sapphire & Steel, Robin of 
Sherwood, Michael Praed, Judi Trott and more 
to beannounced. Write to HMS, P.O. Box 1202, 
Highland Park, IL 60035-1202 or call 708-405- 
9461. 


EGYPTIAN CAMPAIGN '96 
March 29-31, 1996 

The S.I.U.C. Strategic Games Society is 
hosting Egyptian Campaign'96. The event will 
be held in the Ballrooms of Southern Illinois 
University's Student Center in Carbondale, IL. 


participate in. 


of PB 


Dept PM 


US Subscriptions: 
Single issue $5.00 
1 year $24.00 
2 years $42.00 
3 years $58.50 


International Money Order in US funds. 


48 Paper Mayhem 


Do you know what PBM (Play-By-Mail) gaming is? If you don’t, we 
can help you explore the world of PBM gaming. Paper Mayhem has 
been leading the way for over 11 years by informing people about PBM 
gaming. Articles, reviews, biographies and more fill each issue. Not to 
mention the ratings of PBM games and companies that our readers 


Paper Mayhem has been improving with the ever expanding hobby 
gaming since 1983. Each bimonthly issue brings you the latest 
on PBM news. So why delay and miss out on all the fun? Read Paper 
Mayhem and take advantage of PBM gaming today! 


Send subscriptions to: 
PAPER MAYHEM 


1518 Adams Street 
Ottawa, IL 61350-4770 


Also available; 
The Journal of the 
PBM Gamer for $4.00 
$6.00 for overseas 
orders 


FOREIGN SUBSCRIPTIONS: 1 year Canada $31.00; 1 
ear to Australia $57.00. All Subscriptions to PAPER MAYHEM are to be paid in 


S funds and drawn from US banks. Foreign subscriptions are asked to use 


Cost for all three days is $12.00 at the door and 
$10.00 pre-registration. There are no event 
fees. Doors will open at 12:00 noon on Friday 
and at 8:00 am on Saturday and Sunday. There 
will be AD&D, an AD&D RPGA tournament, 
Vampire, Shadowrun, Battletech, Warhammer 
40K, Warhammer Fantasy Battle, Magic: The 
Gathering and many other board, miniature and 
role-playing events. Also featured will be an 
auction, aminiature painting contest and special 
guests. For more information and pre-registra- 
tion, send a SASE to: Egyptian Campaign '96, 
The Strategic Games Society, Office of Student 
Development, 3rd Floor Student Center, South- 
em Illinois University at Carbondale, Carbondale, 
IL 62901-4425 or call Joel T. Nadler at (618) 
529-4630, e-mail us at 
ECGAMCON96@AOL.COM orcheck out our 
World Wide Web page at http://www.siu.edu/ 


departments/rso/gamesoc. 


ear to Europe $51.00; 1 


PBM 
BULLETIN 
BOARD 


The PBM BULLETIN BOARD is your 
opportunity to place player notices, rumors, 
advertisements, etc. Rates are 6¢ per word 
with a 20-word minimum/120-word maxi- 
mum. Your Name and address are free. 


Companies that wish to use the PBM 
BULLETIN BOARD for advertising will be 
charged 12¢ per word and $60.00 for their 
address. 


STRATEGIC RESERVE - For Sale 

Midnight Games magazine, the Strategic 
Reserve, issues 1 through 10 in perfect condition. 
$60 forall 10. Call Dan at (407) 452-6973. 


2062 THE APOCALYPTIC CRUSADES 
PLAYTESTERS WANTED 

Looking for players to join in a FREE 
playtest. This is a 100% computer moderated, 
simultaneously run game (yes, all turns run 
together) of interplanetary “gate” warfare for up 
to 100 players. Includes economics, NBC and 
conventional warfare, satellites, espionage, 
terrorism, diplomacy and stock market. 
Planetary maps are HUGE 180x180 hexagon 
wrap. Divisional scale military units (many 
formation types). Features built in e-mail, battle 
film, unique logistics, extensive military manage- 
ment and options, strategic defense forces and 
more. Turns/results are in file format. 0% 
paperwork. Virtually unlimited orders, give as 
many orders as you want. Minimum system 
requirements: 286+, 2.5 Meg Ram, VGA, DOS 
3.1+, hard drive, modem and mouse. Download 
your free orders editor/rules/demonstration 
software and check itout. Prove your mettle in 
this highly potential game and call the support 
bulletin board... 


Scavenger’s Loft BBS 
Author/SysOp: J.L. Estes 
2400-14400bps 8N1 24 hrs 
(704) 524-6577 


Anyone play “Empire Deluxe” on an IBM- 
compatable? Want to play PBM style? Call me 


at 610-429-3514. 
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Full Registration a. PARET $25.00 
(Includes: Rulebook, 3' x 2' Full Color Map, First Two 

Turns FREE! & 3 Month Subscription to GSI's Newsletter.) 

Turn Fee (2 & 3 week games available) . 

Rulebook Alone (Will apply toward registration) 

Full Color Map (add $2.00 tor mailing in tube) 
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our Registration Packets 
Will be sent in May if we 
receive your request 
before April 15. 


on Science- ( 
Saturday, not 
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Thursday, 5 


l GEN CON® Game Fair 1995 
z ? August 10-13 MECCA Convention Center Milwaukee, WI 
z i - Bigger than ever with over Fantasy Friday, and| Super Here 
8 al 1,000/games of all Sunday, too! 
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Yes! Send me my GEN CON ’95 Game Fair Registration Packet 
including the huge schedule of events for all four days, 


oy a 
be advance information on hotel accommodations, and more! 
2 Mail to: 
| VA Teaspon ~~~ GENCON Game Fair 
4 201 Sheridan 
dds aSa a Springs Road 


Lake Geneva, WI 


City/State (Province) Zip Code 53147 USA 
Or FAX: 


(414) 248-0389 


P.S. If you've already sent in your Early Bird Registration, you don't need to send 
this. Give it to a friend. Your Information Packet will automatically be mailed in May! 


